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Luke Snayles - returning to Earth after 
completing a 50 year sentence of 
"investigative exploration" is not a man youd 
wish to meet. After half 
a century of solitude, he s 



bored and hungry. On Earth the gate crashers 
are about to arrive - they are the ROX1Z. but 
Snayles has got other ideas - no-one, but 

MO-ONE is going to spoil 

H his home-coming party! 
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TGM NEWS AND PREVIEWS 

II Ifs newsworthy. It s here — plus glowing screens 
from forthcoming games 



REVIEW CATALOGUE 

With the latest and most authorial I ve games reviews 
in the business, join us for Forgotten Worlds , 
Archipelagos and Blood Money among many others 



CONFRONTATION; COIN-OP 

With Robin Hogg up to his joysticks in the Capcom fea- 
ture, this month Mark Caswell takes the arcade trip to 
look at Super Oft- Road, /Tempers and a tew more... 



ROBIN CANDY’S PLAYING TIPS 

The famous ex-CRASH tipster takes over for an entirely 
new-look, expanded playing tips section, including a 
fantastic consoles special 



FANTASY GAMES 

John Woods returns to Earth with 2300 AD, and gets to 
grips with Warhammer 



BACK BYTES 

All the latest in hardware and applications, including 
Reader page and Inf odes k 



All-formats 
review of 
Capcom's 
fabulous 

FORGOTTEN 

WORLDS 

■ page 29 



TGM — TELLING YOU LIKE IT IS 

For those venerable gamespfayers among u$ who can 
remember forking out tor an Atari VCS — *tho complete 
games centre*, and thrilling to the likes of the Combat cai 
l hdge or Asteroids, or ihe feeling when the pocket money 
ran out on £35game$, ihe current resurgence of consoles 
may seem like a joke in poor taste And to add to the cyni- 
cism. you only have to ask \vhal happened to the Nintendo 
revolution?". 

For almost two years we've heard rumours that this 
Christmas there will be nothing on the telly, nothing in the 
shops that won t be Nintendo — but indeed noth ng: not 
even a flurry of games to support the non-too- spectacular 
sales of the machine It's a bi! sicken ng when you hear 
about the excitement in Ihe States or Japan And NEC. sit- 
ting on the hottest little property around to threaten 
Nintendo's hold, the PC Engine, seem to have forgotten 
Europe altogether, Sega hasn't, bui it s siili early days And 
Konix remains an excitingly launched, but as yet gnhtted 
out vessel. 

So why is TGM getting worked up about consoles? 
Because there is every indication lhat they really are on the 
way this time Nintendo may not be admitting it (why should 
they?) but there's little comerdai sense ir> ihem releasing a 
1 6-bit machine in the Stares when there is still such a lot of 
mileage to be got from their current 8-pit runaway success. 
Europe, however, undernourished, is ripe for the to bit 
attack, and no substantial 8- bit market lo undermine Seqa 
have seen the light and are leading the way The Mega 
Drive is here f albeit in tmy quantities] and sources dose to 
the Japanese industry suggest that a 16 bil PC Engine 
won'l be far behind. 

How will this affect the home computer market? We i 
read Phil Harrison's report starling on page 16 and find out 




CONSOLE DAWN! 

So far, console talk has ail been hardware talk. Now 
TGM brings you the definitive, up-io-date info on the 
software 




A CAPTIVE AUDIENCE 

Forgotten Worlds marks a new phase for the coin-op 
converters CAPCOM. With Strider not far behind, TGM 
takes a look behind the conversion scenes 




GALLERY 

More exciting 16-bit screens of reader art from Deluxe 
Paint and Degas Elite 




JEZ SAN — CONFESSIONS OF A 
CODER 

Not everything went smoothly programming 
F-117A Aggressor, and lan Crowther lets on to some of 
the cock-ups in getting the graphics to work 



WIN! 



A JAP CONSOLE! 

Win one of the great new 
games machines, plus live 
super games to run on It 
from CAPCOM, and there 
are more great Capcom com- 
puter games for runners-up! 
See pag& 26 



CRUISER CRYSTAL! 

Two winners make their own 
joysticks at the Joystick 
Factory and enjoy an after- 
noon at famous Alton 
Towers, plus Cruiser Crystal 
joysticks for the runners-up, 
courtesy ot POWERPLAV 
See page 65 




Check out page 80 to 
see what we’ve got tor 
you this month on the 
TGM Hotline! Those 
great people from 
Thalamus, to celebrate 
their 1S-toit launch of 
HAWK EYE on the Atari 
5T and Amiga, have 
stumped up some com- 
petition prizes. Don’t 
hang around — get 
phoning! 
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Konix strengthen 
console as time 




rushes past 

Exclusive 



Exclusive 
by Barnaby Page 

Komx have doubled the mem- 
ory of their revolutionary 
Multi-System console 
because worried software 
houses demanded it But the 
release date has been set back 
to late September, and even so 
many deveiopeis are worried 
that they won’t meet dead' 
Imes for the first games 

Konix' S decision to upgrade 
the memory to 256K HAM 
should answer, one of the 
biggest criticisms that the first 
British- developed console has 
met Though Komx insisted 
that a novel sy stem of continu- 
ous disk access would make 
12BK RAM perfectly adequate 
(TQM016). many antics saw 
the measly memory as the 
Mufti System's fatal flaw 
dins Green, one of the con- 
sole's two key designers, 
explained to TGM that the 
move came aftei a major con- 
ference between Konix and 
software houses earlier this 
Spring , We got so much pres- 



sure from all the software 
developers. What they want 
the extra memory for is to page 
the screens it makes ani- 
mation much easier / 

Access to the 3 5 inch disk 
simply wasn't fast enough for 
game animations, he said 
You have to have RAM for 



Sega: yes, we have 
no Mega Drives . . . 



Don't lock for the 16-bit 
Sega before early I99<MJK 
representatives Virgin 
Mastenronic are warning 
gamers. The £ 160-odd 
machine simply won't 
make Britain in time. 
Good news is that a £20 
adapter will make the 
Mega Drive compatible 
with Sega Master System 
games ■ . . bad news is 
that Virgin Mastertromc 



boss Nick Alexander obvi- 
ously can't count in 
Japanese. 

Explaining why he'd put 
the brakes on the Mega 
Drive. Alexander told 
industry paper Computer 
Trade Weekly 'there 1 * 
only three pieces of soft- 
ware available for it at the 
moment 1 - but TGM 
reviews four in this issue s 
console special 1 



that ’ 

Green assured potential 
buyers that, despite the 
expense of RAM chips, the 
move to 256K wouldn't up the 
price The price has to stay 
fixed at £199/ he said Basic- 
ally, we have cut our margin 
IprofiiJ to put the extra RAM in 



there / 

A port originally intended 
for cartridge games will now 
bo used for an optional extra 
51 2K - raising the question of 
whether the Multi-System 
will, like the ST, eventually 
suffer from some games 
demanding the extra memory 
and being unusable on stan- 
dard machines 



Game delays 

But even these technical 
improvements don't solve the 
biggest problem now facing 
Komx - time 

Software houses are appa 
rently being asked to finish the 
first Multi-System games by 



August, but last month many 
had still not received the vital 
development system they LI 
need Pete Stone - boss of 
Palace, which is considering 

Barbarian for the Konix con 
sole - observed 'T doubt we d 
finish anything be I ore the end 
of the year 

The release date has already 
been set back about a month, 
Konix spokesman Michael 
Baxter emphasised that it's 
only a slight change, saying 
when we first mentioned it it 
was an August release date, 



now we’re looking at the PC 
Show [September 27 October 

IT. 

Indeed, some suggest that 
the console - first revealed by 
an exclusive TGM story last 
autumn - was rushed out for 
trade and press previews as 
quickly as possible alter TGM 
broke the news and other 
magazines followed suit They 
say Komx therefore didn't 
think the specification 
through thoroughly, and may 
only now be coming to grips 
with the inevitable problems 
of such a complex and innova- 
tive games machine 

Konix boss Wynf ord P Hollo- 
way was unavailable for com- 
ment 



I 
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M The Kmghtmare con- 
tinum as TV producers 
Broadsword team up with 
Dnil&r* Dark Side? Total 
Eclipse team Incentive - for 
The Satellite Game another 
mixture of live action and 
computer graphics along 
the lines of Anglia Tele vis 
ion’s award-winning 
iTmghtnwe 

Starting early next year 
on British Satellite Broad 
casting's Galaxy channel, 
the 30- episode Ssr^Jiif# 
Game will (oUow teams of 
young adventurers 
through a space-fantasy 
world of lasers, videos, and 
3-D animation using Incen- 
tive's famous Freescapo 
technique 

The scenario involves 
penetrating an ahen satel- 
lite, which just goes to 
show that all this newfang 
led technology hasn't 
changed games One hit. 

But it should be worth 
tuning in. for among Lhose 
up in the air with The Satel- 
lite Game is designer 
Robert Harris, of 
Cnightmare's famous am 
matron team The Travelling 
Matte Company 

Just one problem - when 
British Satellite Broadcast' 
ing (BSE) launches its first 
programs in September, to 
pick up any of them you'll 
need the Squanal receiver 
plus a receiver box. for a 
total cost of about £250. 



SAM delayed 
to September 



by Barn a by Page 

Major changes to Miles Gor- 
don Techno! ogy s SAM Coupe 
project mean the Spectrum- 
compatible micro will go in 
high- street shops this Sep- 
tember - not May. despite 
MGT’s hopes earlier this year 

Originally planned to be sold 
largely Through mail order, the 
from-£150 machine (full specs 
in TGM014J will now go 
straight to chains and inde- 
pendent retailers 

But MGT boss Alan Miles 
warned that availability may 
be limited at first. There is a 
finite capacity to which we can 
build in the first few months,' 
he told TGM And before serv- 
ing the general public. MGT 
will have to fulfil some 3,000 
orders from u sets of t h eir othe r 
products (mostly Spectrum 
peripherals). 

Defending the decision logo 
through shops instead of MGT 
Du act. the company’s soon-to- 
bedts mantled mail order sys- 
tem, Miles emphasised that 
SAM will still be backed up 
with quality service h We've 




9 Orfom plan, to raise 
money for Third World 
problems by selling old 
games . So they’ re asking us 
all to donate any games, 
leisure or home computing 
software \ for any make of 
micro, m preparation for a 
month of sales through 
Oxtam's London shops 
starting June 27 Hardware 
and peripherals are wel- 
come too 

Donations can be made 
at any of Oxfams 900 shops 
nationwide durxng June 
and July, for further mfor 
mation. contact the char- 



nys Appeals Manager 
Richard English ® (01 ) 585 
0220 

■ Now the bad news from 
Fractal - March s budget 
means that all online ser- 
vices are subject to VAT 
That adds 1 5% to all 
charges, including sub- 
scriptions and connect 
time The money-grabbing 
started April 1 , Pres tel sub' 
scrihers should have 
received a letter about it, 
and information is also 
a vailable on *PresteT 
VAT# 



learned in the mail-order mar 
ket to act quickly and deal with 
customers,’ he said 

With many computer prob- 
lems, Miles alleges, 'the man- 
ufacturer is often the last per- 
son to hear about it. and that's 
why there are so many faults 
But by dealing directly with 
the shops, Miles hopes to 
'break the chain' of dis- 
tributors and other inter 
medianes that often separates 
hardware manufacturers from 
their customers 

Soft touch 

One major problem facing any 



new micro us software - with- 
out a decent range, the 
machine is unattractive and 
useless So software develop- 
ment for SAM starts at the 
beginning of June, when 50 
prototypes and development 
tools will be sent to major soft 
ware houses 

And final testing of the hard * 
ware kicks off m July, when 
200 finished machines will be 
sent to retailers and selected 
users to be put through its 
paces. 'We really want to give 
the machine a hammering and 
make sure we've got every 
thing covered, ' said Miles 

SAM has 2&eK RAM a 64 
colour palette with Amiga- 
style HAM mode allowing all 
colours to be on scr een at once, 
and seven-channel sound - a 
substantial improvement on 
existing 8- bit micros 
■ MGT s new disk drives work 
mth all machines sec Toolbox 
m Back Bytes, page 86 



Amiga 












Not surprisingly, thu Amiga 
looks set to dominate at noxi 
month's Commodore Show 
with everything from B ASIC to 
the Bitmap Brothers on dis 
play 

The Bitmaps, authors of 
Xenon and SpeedbaM and 
arguably the hippest coders 
about, will join Staighdei 
creator /TGM diarist Jei San at 
a workshop for aspinng games 
writers Also there wit 1 be Sys- 
tem 3's Stan Schembri 

But the show - which rum; 
from June 2 to 4 at the Novotel 
Exhibition Com pJ ex . Ham 
mersimth, London - is particu - 
larly strong on utilities. 

Star of the event, graphi- 
cally should b* Power Com- 
pute ng 1 s Video Magic pack ag e 
- grab an image, add sound, 
animation and titles, and save 
the lot on disk or video. 

Artists, animators and DTP 
designers will also find ready- 
made inspiration m the Medm 
Line series from George 
Thompson Services three 4if 
ferent disks provide arum 
backgrounds, clip art for DTP, 
and extra fonts 

And publtC'domain soft' 
ware suppliers Jumpditk will 
have the latest screen marvels 
from America, including ‘the 
most incredible HAM pictures 
plus the first preview of a 
comtc on a disk' 



Program power 

Olhet software promises 
include a couple from HiSoft - 



June 



Extend, which m a routine kibr 
ary lor their BASIC, and ft pro- 
fessional developer's version 
of D&wpac HiSoft a David Link 
aJ ho hints at exciting news for 
C prog rammers' 

Meanwhile Arnor will have 
the latest version of Protext 
(TGM018I while Kama Com- 
puters offer the £49 95 K-Data 
database and £49 95 K - Roger 
thesaurus 

And the show also seerai 
strong on hard ware Among 
the promises expansion 
boards and extra floppy drives 
from MAST the 

Ami Alignment System for 
floppy drive heads from 
George Thompson Services 
and a range from Power Com- 
puting including hard disks, a 
5. 25- inch Amiga -and PC com- 
patible floppy drive, and 6Bd3Q 
accelerator cards 

Siren Software will have the 
£39 99 Amiga SoundBlaster . a 
stereo amplifier with two 
sj>eakerf, and C64 Owners 
aren't neglected, for Palin wtU 
be continuing io push the old 
favourite Loader data record 
er, also £39 99 

Finally, there'll also be daily 
qua suon-and - ana w er men 

s ions with those long- estab- 
lished gurus of the Commo- 
dore scene. ICFUC (Indepen- 
dent Commodore Products 
User Group] 

■ Further information con- 
tact Database Exhibitions. 
Europe House, Adhngton 
Park, Adlmgton. Macclesfield 
yKl04NPft <0625) 
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ITGM PREVIEWS 



0 




Balls out for li 



Du&&CrldOri hiiscjd Rainbow 
Arts, renowned tor ourh great 
s h do l 'u in - u pa i i s fh* n tr is a r id 
SarcQphfiti(*r have a wizard up 
their sleeve for their next 
i elopM.e, Sph&rtvtii availrtlilo 
on ST. Amin i, C64 and PC in 
June 

As the spell casting booth 
yyfi, you take* control of a 
magical sphere which must In 
guided through a maze Ilka 
dan onions fantasy world 
Various and spelll* c.m 

be picked up along the way . all 
help ui your prog toss across 
the level 

Sphvncai in*iturr?H hoi h 
siiujlc and two player tfincien, 
in t hr tat o-i a (mallei lalu'Ncou 
trol of u nmgu al witch Thn 
Inntiifiy y h • ijt.v| Jhir h are 
.iCfTNuj -.oik'fj by tun diffi rr-tU 

sound i t ,icks 



:&oom 



X 

I 



" L T ,TTff ll 



non 

it's a MEMAST! 



mpres&ively pocked with 
’ a u rprising special effects' 
and a ‘very hot sound- 
track' , the next release 
from Imageworks could be 
only one thing — the latest 
Bitmap Brothers game, 
and the sequel to the tre- 
mendously successful 
Xenon. Yes, it*s Xenon // — 
Megablast. It seems that 
all your hard work in the 
original game was for nothing, as 
the world has return to its sorry 
state of affairs that existed when 
you first set out on your battle 
with the Xenites, But this time the 
Xemtes have a secret weapon: a 
device that allows time travel 
With this they have placed time 
bombs in each major era with 
which they will destroy past 
enemies, and thus control their 
own future. 

With the lure of REAL cash you 
decide to help the Xenites in their 
quest for total world and time 
domination. 

Xenon II is 25% wider onscreen 
and 50% larger in play area, with 
three-layer parallax scrolling over 
land and seascapes 

Expect Xenon II - MegabSast 
this summer from Imageworks, on 
the ST (pictured), Amiga and 
PC. • 













SLEEPING 
GODS LIE 




Empire say they WON'T let 
then games lie quiet , for Sleep* 
mg Gods Lw has already been 
received warmly by the TGM 
crew who saw Oxford Digital 
Enterprises’ latest blockbus- 
ter in April 

It's primarily released on the 
ST. followed closely by the 
Amiga version, with PC and 
CM formats later in the year - 
and judging by the success of 
ODE s Hum For Hod October, 
this should be one to stay 
awake for Sleeping Gods 
Lie is set m the mythical world 
of Tessera, a world which has 
been abandoned by the gods 
that created at and left m the 
hands of the people These 
gentlefolk have been viciously 
suppressed by the much- 



hated Chief Wizard, who uses 
demons to enforce his power 
on the people The people 
have only one hope, a sleeping 
god - situated kingdoms away 
- who must be awoken to han- 
dle the crisis 
You've drawn the short 
straw, and must trek through 
eight kingdoms, over 60+ 
landscapes, and past numer- 
ous foes despatched by the 
Archmage who don't lake too 
kindly to visitors 
Like the play area, the 
sprites are massive and all add 
to the strongJy*stratogtcal 
atmosphere, as you listen to 
rumours, acquire weapons 
and act on instinct - it s the 
only way tq survive! 



Double-oh 
trouble for 
Domark 

Bond is back, and this tune 
he's BAD In fact, he's so bad 
he's had his double-'O* status 
revoked, and is ordered to 
keep out of the CIA's affairs. 
But he's more involved in this 
mission than M realises, and 
there's rto stopping Bond m 
Domark 's game of the film 
Licence To Kid. 

The game closely follows 
the film's plot, featuring all the 
most memorable scenes from 
the action-packed big -screen 
extravaganza But it s still a 




secret as to whether Carey 
Lowell (pictured, with 
Timothy Dalton h who plays 
voluptuous military pilot Pam 
Bouvier. will be in the com- 
puter version’ 

Expect vets ions for all major 
Tor mats in June, along with the 
silver screen version 




TIME SCANNER More Sega fare from Activision 
this month as Time Scanner is finally released on all formats 
- following its TV appearance on Motormouih^ 

The classic pinball game will have all the features of thi 
arcade hit with a few extras 
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HAWKEYE 
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T halamus, who created a storm on the Commodore 64 with such hits as Sanxion and 
Armaiyte, are now releasing their hit shoot ^m up Hawkeye for the Amiga and ST It s 
frenetic action as you, and your trusty armoury of four guns, trek through a desolate 
landscape roamed by mutating creatures. 

Three of your guns soon run out of ammunition, so be sure to pick up everything in sight 
Getting four parts of a shattered access card, allows you to pass into the next of 12 land 
scapes. Priced at £19.99. Hawkey# should be out now. (Amiga screen ) 
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A change 
for the 
beastlier 

Segm have once again found 
themselves on the home micro 
via the helpful hand of Activi- 
sion The latest Sega conver- 
sion is Altered the vio^ 

lent and addictive arcade 
smash of last summei 

The horizon tally -scrolling 
play area contains numerous 



weird creatures, all o( which 
must be punched into eternity 
Kill enough of the arrange cre- 
atures. pick up their spirit 
balls, and you'll have enough 




power to metamorphose into 
one of several beasts - each 
with a killer clout Major ver- 
sions should be out in August 



INTERPHASE 



Journey to the edge of Dream i 
tune with Image works' 
Interphone In the future 
people plug into a dream 
machine to get their kicks - 
kicks that come from the 
minds of a chosen all powerful 
few 

You were one of those 
people, but realised the sen- 
ous undertones of the dreams 
you were creating for The Cor 
potation and promptly left 
Ho wever . many peopl e a re s ts 1 1 
being effected by the dreams 
and It 1 * up to you to enter The 
World Mainframe and rescue 




the minds of millions of people, 
before they are twisted for 
ever 

Enter the fantasy zone soon, 
on the Amiga. ST and PC (ST 
screen.) 



BATTLE CHESS 



The most charming chess 
game for the Amiga is now 
being translated to the ST. 
Interplay 1 * Battle Chess 
gained 33% from TGftfl when 
we reviewed the Amiga ver* 
sion fait year, and the immi- 
nent ST version should do 
similarly well - although the 
original did have 40 K of sam- 



pled sound. 

Despite playing a mentally 
tough game. Battle Chess alto 
pla y* tough phy ■ ice 1 1 y the 
characters literally remove 
each other from the board. 
However, the faint hearted 
can play « 2-D game without 
all the leg-breaking, arm 
twisting, head-bashing . . . 








MURDERS 



Cab;* Soft aie back with a bite 
- andthisiime the French artv 
enture giants i visit the mysten 
mis streets and romantic can 
a Is of Venice, the set ting of 
thru Liii-st murder puzzle 

Eul A fur tiers In Venice is 
more than fust a whodunit, for 
it s no secret chat the ultimate 
solution involves locating - 
and defusing - a Jet hoi time 
bomb 

And Veterans of the previ- 



ous Cobra Soft Murder games, 
about :*.s popular in France as 
Agatha Christie is over here 
wilt welcome the host of fea- 
tures designed to make Mur- 
der In Venice an investigation 
with a difference 
There's an onscreen 
notebook where you can 
record details of who you've 
me I land save them even if you 
lose the game 1 1. and a camera 
for collecting digitised photos 



like an ait utility within an adv 
enturo 

Packed with duos and pack 
aged With an entertaining col 
Joction of objects, altneicoasary 
to solve t ho mystery, Murders 
in Venice looks like a must for 
adventurers who'll I ike a frn-.ik 
f rof n forests a n d gobli n s law k 
for release from fnfograiheson 
ST and Amiga in May , with PC 
1 jkely to follow (ST screens i 



suspects 

Two subgumeif add depth to 
ibe challenge Actually defus- 
ing the bomb i-a a, nerves rack - 
mg process . for as tune Ticks by 
you' ve got T o pick i J p tool fi , u se 
them cotiectly and figuio out 
how the jumble of electronic 
components works 

Mow relaxing amusement 
comes with the char act oi 
editor, where you can tiller 
you r ow n d i<i it mod i mage — it * 
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They’re back again, and this time to stay, the hardware makers 
say. Bigger, better, faster, more colourful and louder, the very best 
thing for ardent gamesplayers, 8-bit Japanese consoles have 
swept America and are now poised for the attack on Europe with 
all 16-bits firing. So far only Sega’s Mega Drive is 16-bit, but 
Nintendo aren’t far behind and a 1 6-bit PC Engine should be with 
us soon. Phil Harrison gives the lowdown on the mustering forces 
of the rising sun, while Robin Hogg and Warren Lapworth examine 
the games for various consoles (including the aging Atari 2600, 




j u he British games world is a tiny 

^ . J pari of a global marker domi- 

f fnaied by all things Japanese H is 
/ f often said that Nintendo have lailed 
*■■■ in their attempt to take over the UK 
— but perhaps the real reason is that (hey 
just can t be bothered to operate in such a 
restricted and small market For very little 
gain. 

With luck, the advert of 1992 and the 
free market wifi make the Japanese think 
more seriously about selling their products 
here For the Japanese have, without a 
doubt, the most powerful and exciting 
products m the world ot computer entertain- 
ment As TGM has reported in the past, 
machines like the little PC Engine and the 
l&bit Sega Mega Drive are available in 
Tokyo at the moment, with growing soft- 
ware and peripheral support — so we can 
only hope that the machines come over 
here with complete, quality catalogue of 
products all ready for release - 
Unfortunately, past experience with 
Nintendo products does little to justify the 
ideal They are currently releasing some 
product into Europe that is years old — and 
looks it to! 

When talking to the Japanese about their 
UK marketing policies, the standard 
response is ‘Great Britain — oh yes, f 
know, that tiny island off the ooasi of 
Europe — speak American over there, 
don't they?'. Namco are typical ol the 
Japanese when it comes to the order of 
marketing: Japan and ihe Far Easi first, ihe 
North American continent next, and Europe 
last (if we re lucky). 

ft's a shame we gel treated this way — 
the UK software houses are the first to slap 



their chequebooks down on the table for 
the hottest arcade licences, often long 
before the machines themselves hrj these 
shores. And the same is true of console 
games 

NEC act as if they arent that bothered 
about worldwide sales or their PC Engine: 
indeed, they came under fire in Japan lor 
marketing the console as an alternative to 
Nintendo, not as the vastly better machine 
it dearly is Reports differ as fo the true 
number of Nintendo consoles worldwide, 
but it's definitely in the tens of millions, 
whereas the PC Engine is lucky to have 
scraped mto seven-figure sates yet in 
Japan When it comes to economics, the 
Nintendo is the one that's going to get the 
software support over all others. So even 
though the PC Engine has twice the num 
Per ol colours and a CD ROM drive, it s 
never going to have the market presence to 
beat Nintendo. 

No no Nintendo 

There is another lactor to consider: the 
restrictive practices of Nintendo when it 
comes to software They hod ail control 
over product and its shipping dale, releas- 
ing it under their own label. There have 
been horror stories about product not being 
shipped tor monihs after completion — 
even when ihe developer has paid in 
advance for 200.000 cartridges and pack 
aging costs It s rumoured that a couple of 
UK software houses have had their fingers 
burnt this way. 

Other UK developers have been saying 
recently that Nintendo is an S-brt machine 
not worth worrying about here. It’s basically 
too late lor ihe UK software houses to get 



into the huge market anyway — things 
change fast, and as usual the majority of us 
goi left behind m the rush. 

So its obvious why most UK publishers 
have reacted so favourably to tbe Konix 
Multi -System Perhaps for a change we 
can have the head star! over the Japanese 
It would be nice to see Konix bum into 
Japan in a couple of years" time, with a 
replete catalogue of European-developed 
software and penpherals. 

And there s no reason the Bnts shouldn't 
do it this time. Technically and creatively, 
the UK development teams rate with the 
best in the world — it S just that a Japanese 
Nintendo programmer would laugh ai the 
suggestion of spending eight months writ 
mg a game tor the Spectrum, regardless of 
how good the end result might be 

Perhaps the problem is that the UK mar- 
ket has traditionally been dominated by 
keyboard machines — a knock-on effect 
from the work done in schools wrlh the 
BBC computers back in the early Eighties 

Many people are saying that the time is 
right for ihe markei to change over to the 
dedicated games console. Bath Atari and 




"The Japanese have, 
without a doubt, the most 
powerful and exciting 
products in the world of 
computer entertainment" 
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Commodore are making console versions 
ol their 16-bit computers — technically 
identical to the original ST or Amiga, but 
without keyboard. It was always said from 
the start that Commodore should never 
have attempted to sell the Amiga as a busi- 
ness computer. The Amiga is a very power- 
ful games computer, and should have been 
sou as one — with a price tag to match. So 
perhaps both Atari and Commodore have 
lost the initiative and will gain little from the 
console versions. Wait and see... 

Industry sources are talking now of a 
complete turnaround in the market within 
three years: today's major 8 -bit software 
houses will live off budget games, some- 
where m the sub £5 range, while full-price 
games software will be dominated by con- 
sole product Irom here and overseas, with 
expensive simulator -type product restricted 
to the high end PC-compatible yuppie mar 
kei The ST and Amiga machines will fit 
uncomfortably somewhere between the 
high-end games market and the tow-end 
simulator market. 

Accurate or not. these suggestions seem 
to mean good news for the dedicated 
games player, with the exerting possibility of 
many titles on a wide range ol quality con- 
soles. 

The right price 

The sole variable, uniorlunaiely, is price 
Out m Japan you can buy a brand-new 
Nintendo for something in the range of £36- 
£60 A PC Engine costs under £65 (much 
less than it does here), and the new Sega 
Mega Drive 16-bit machine is amazingly 
under £100 British shops will have to stay 
as close to these prices as possible 



"It would be nice to see 
Konix bum into Japan in a 
couple of years’ time, with a 
replete catalogue of 
European -developed 
software and peripherals” 




The Sega machine is rumoured to be 
coming onto the streets by late autumn 
(they said lhai last year, toot - — ri was sup- 
posed to he at the Earls Court PC Show, 
but magically never turned up). And it could 
really stomp m at Christmas H its UK distrib- 
utors (Virgin Mastertronic) get the market- 
ing and price correct Out in Japan ihey 
advertised the Mega Drive and a game on 
prime-time TV (when it wasn't even 
Christmas), and (hats wtiats needed here 
to really gel the market stimulated into buy- 
ing something again — let s gel back lo the 
days when good games sold 1 00,000. not 
just len times less if you re lucky 1 
Perhaps the Kgnix console will have dou- 
ble effect rl it s a success. Firstly, the satis- 
faction that Europe and the UK can do jusi 
as well as Japan, thank you very much. 
Secondly, and more importantly, it will prove 
that Ihe UK is a serious arena in which lo 
sell consoles, and worthy of investmen! by 
the big Japanese firms. This will result in a 
war of price and performance which can 
only mean belter machines and games for 
the consumers — us. 



The costs ol producing high-perfor- 
mance consoles capable of complex 
games are going to drop dramatically as 
soon as the problem of world DRAM chips 
sorts rtself out 

The limiting factor is memory and its 
costs. As graphic resolution and colours 
increase, so does the memory required to 
display ihem A complete screen of graph- 
ics on a C64 takes at worst 1 0K to hold in 
memory. On the Amiga and similar 
machines, a screenful! can easily lake 
upwards of 32K Combine this with the fact 
that a good game could have many 
screens full ol graphics and sprites, and 
memory runs out very fast — and don't for 
get the digitised! sound effects and music, 
the carefully programmed gameplay. all 
eating memory. 

An exciting lime ts ahead in the next five 
years, when memory is no longer a factor 
money can be spent developing consoles 
with transputer processors, capable of mu I 
tilasking millions ol instructions every sec- 
ond Hardware with built-in commands for 
3-0 graphics effects, outputs to duve com 
ptex interactive add-ons. networked 
machines for true rote-playing adventures, 
digital outputs to your hi-fi for true audiovi 
sual experience the possibilities are end 
less and the prospects lor the player look 
better and better. 

Winning runners 

But once again it is down to the marketing 
people to sell the product Many limes in 
Ihe past, quality machines have appeared 
and disappeared as quickly agam, through 
bad marketing and consequently little sup 
port from ihe public and the software 
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Alex Kidd in Miracle World 



f y i mtondo may have Mario but Sega 
I have little Alex Kidd, an endear- 
JJingly cute fellow resembling a 
monkey in a red suit. Fresh from his trav- 
els on the 8-bii Sega, Alex pops up on the 
Mega Drive, fresh laced and ready for 
action — platforms and (adders action as 
it turns out . 

II we could read Japanese we d provide 
a paragraph or two about the plot but 
Japanese isn't one of TGM & sirongpoinis 
and so Alex is doomed 10 wander through 
Miracle World without purpose 

Very much m classic Super Mario 
Brothers style, Affix's quest is lo penetrate 
the Kings fortress on the other side of 
Miracle World, 

Ale* is i filially armed with an unfeasibly 
large fist and a powerful karate kick, 
Using these lo despatch I he nasties (o the 
great afterlife rs the name of the game, 
but so too is collecting coins and other 
treasures 

Coins make the world go round and 
with them Alex can participate in Janken 
games for a cost (sossors-'paper -stone to 
us non -orientals) with a motley bunch of 
characters, prizes lor winning being useful 
extra objects which include a pedal- power 
helicopter, motorbike ,md a pogo stick lor 
novel ways ol transportation A crooked 
stick is the most useful, allowing Alex lo 



houses 

With a console, however, the marketing 
is simplified in lha! you have a target mar- 
ket [games -players only) and don't have to 
justify high prices with talk of business 
uses! IBM have consistently been top PC 
sellers worldwide, not through prices (they 
are among the most expensive machines 
available) but through convincing the public 
that their machines are the best and most 
reliable (not really true on either count). It is 
quality marketing that makes IBM machines 
a success. 

Another force to help the sales and mar- 
ket presence of a machine is support from 
software houses AMer all. a oompuier is 
only a$ good as the software that runs on it. 
Consoles. have one further problem, in that 
whan you turn then* on nothing 
unless a cKk or a cartridge is in 
there is no jse f interface in the 



system, 
The 
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through 

ware 
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float through I he air for a limited period only 
Alex wanders through forests, villages, 
pyramids, swims an ocean, floats Ihrough 
the air and leaps from platform to platform 
with breathtaking athleticism 
The enemies are ever cute and include 



It, though it s unlikely Sega will ever see 
their coin-ops on the Nintendo! 

Soon enough the market is going to see 
the gap between the quality of com -op prod- 
uct and console conversions decrease. This 
is going lo have the effect of whittling out 
the smaller fish in the arcade market and 
pushing the big five {Sega. Namco, Taito 
elci into producing more interactive and 
exhilarating games that are really worth the 
money per go — Namco's forthcoming 
release of Winning Run is going to be pFOb- 
ably the first in a line ol in-depth and aocu 
rate product that has the detail to take 
arcade gaming another step forward 

The console revolution is not over yet 
and we're all going to be affected by it TGM 
will report from I he front line and send dis- 
patches as I he bailie rages 
■ Phfi Harrison is a games designer with 
Vivid Image Developments. 



rocks wiih faces, jolly scorpions, bloater fish 
and other weird organisms of a true 
Japanese style With a distinctly Super 
Mario Brothers flavour, Ihe action is simple 
to start with (later levels turning real nasty 
as ihe layouts gel ever more complex). 






The modern bustle of 
Tokyo (right) may be 
where the console 
games genius comes 
from, but the Inspira- 
tion tor cute charac- 
ters and backgrounds 
Springs from quieter 
and more romantic 
situations (above) 
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Japanese photographs by Phil Harrison 







Secret rooms can be revealed by trial 
and error and the odd well placed Kick at 
chests reveals exlra lives, objects — or 
time bo mbs if you re unlucky. 

The sonics bet it each scene; action 
among the Pyramids, for instance. Is 
accompanied by a superb Eqyptian piece 
Alex faces killer cars, planes, mad axe- 
men, monkeys, fish in underwater scenes 
and angry airships up in clouds, Alex leaps 
from crag to crag, platform to platform, runs 
around, swims through the seas and floats 
through the air with !he greatest of ease. 

If goes without saying (hat Ala* Kidd is 
highly playable and incredibly addictive. 
It's a tough cookie game to crack what 
wtih Janken games and both vertical and 
horizontal scrolling levels to pose prob- 
lems. The Mega Drive is given a chance to 
show off with well detailed graphics, a 
superb two-direction parallax scrolling 
effect and all brought together In the most 
playable of forms 
TOM rating 62% 



Super Thunder Blade 



ega sneakily rework their com op hit 
to create a ’new game following the 
antics of the Thunder Blade chopper 
in the arcades The look down sections, not 
surprisingly, prove to be bread and butter 
for the Mega Drive, but lack a 3 D effect. 
Where the Mega Drive really has to work, 
namely in the 3-D sections, the game 
doesn't tare so well. Layered graphics 
move past with more than enough speed 
about I hem, but that Ye just loo fluid — 
buildings in particular stand firm with all the 



realism of felly. 

Despite these problems the game as a 
whole moves along incredibly smoothly 
accompanied by a sense of perspective 
which is convincing, while aircraft, tank. 
Ship, and helicopter sprite are excellent 

Not quite as super as the tiffs makes 
out, Super Thunder Blade nonetheless 
proves a playable. If tough, shoot- em-up 
The pace and challenge is enough to test 
Ihe mettle of many an arcade expert. 

TCM rating 76% 






Rush’n’Attack 




wo-piayer games are always in 
vogue on the consoles, the Nintendo 
more so with games like Rush'n Attack 
A two-player Green Beret may not aspire to 
be original cr indeed progressive. Put 
Rush n Attack certainly aims to be playable. 

Two Green Bereis are sent into the 
Russian (or should that be Rush'tf?) moth- 
erland to inmate arms reductions of a vio- 
lent kind Parachuting into ihe first com- 
plex, they get out their knives lo spike ihe 
oncoming Reds. With a Siren blaring, the 
enemy attacks. Rocket launchers are care- 
lessly left around by the adversaries so 
pick them up and return the ammunition to 
sender the easy way. 

The enemy have improved their 
defences since the first attack — now six 
levels include submarine pens, air base 
warehouses and o( course the prison. 
High -kicking Cossacks, rabid dogs, jet 
copters, pistol -toting officers all pack a 
mighty military punch. 8ut then. Green 
Berets have nothing to tear 
The animation and use of colour isn i as 
good as it might have been, the backdrops 
have good detail but soldier sprites are 
bland As ever Nintendo have made the 



game an always playable one. and 
Rush 'n 'Attack relies largely on the great 
two-player action lo overcome its not-so- 
hol in game appearance. Ignore ihe ethics 
and get blasting those Russians 1 
TGM rating 61% 




i he Bros, gang are back (no, not 
4 ’ /“'Matt. Luke and Craig) with Mario and 
_/ Luigi joining up with a couple of friends 
in the sequel lo the game which needs no 
introduction. The nasty King Wad is up to 
no good and needs defeating fast, other- 
wise its curtains for the population under 
his warty rule. 

Mario and Luigi can t kill Wan all by them- 
selves. Toad and Princess Toadstool are 
also in ihe gang, each character having their 
own attributes . but Mano Is the best all- 
rounder i, welt he'd have lo be. would m he?). 

The gang have adopted super strengths. 




■ m 



a 

10 



performing super jumps and picking up not 
only objects bui monsters as well lo throw 
all over the place And in the grass are 
objects to throw, potions to open bonus 
screen doorways into secret sub-levels 
where bonus items await even mush 
rooms for much needed extra lives. The 
Characters now have an energy level 
reduced through contact, a more lenient 
system ot survival, bui like Super Mano 
Brothers T it can ail go wrong with one 
false step. 

Many of the secret rooms are well hid- 
den and you really have to try everywhere 
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Space Harrier 2 



r ~\r\ o console is complete without a 
f i I version of Space Harrier, especial 
J J ly a Sega console, The Fantasy 
Land has fallen foul of the Dark Hamer's 
tyranny and in Pad 2 I tie Space Harrier is 
sent in to recover the land from evil in the 
only way he knows how — mass shoot- 
em-up action, 

Space Hairier 2 is made up of 1 3 stages 
of surreal non-stop blasting. Any of the 
first 12 stages can be selected at the start, 
but to gel to the final stage all stages must 
be completed beforehand 

Like ail Space Harrier games the graph 
-c detail is what its all about and using the 



AND STILL TO COME... 



The amazing thing about the Mega Dnve 
is mat the above tour titles are relatively 
old and came out when the Mega Drive 
was launched The results should be 
nothing shad of stunning when program 
f l ie r s get to grips with the machine, Walch 
OUt for: 

Power Drift 

Super League 

Rambo til (Provisional title) 

Out Run 3*D 
Fantasy Zone 2 
Super Hang On 
Worfd Cup Soccer 
Baseball Competition 
Afterburner 



16-bit's power, bnlHantty coloured, defined 
and animated graphics flash past at speeds 
approaching, if not equalling coin-op stan- 
dard. But it's with Ihe arrival of the end 
stage guardians that ihe Mega Drive really 
gets to dazzle — very weird and utterly 
vicious, Ihe Guardians move with an aston 
ishmg smoothness and zero Dicker Seeing 



is believing' 

Space Harrier 2 rs a significant advance 
on Ihe existing Space Hamer games m 
graphic and sonic quality as well as overall 
presentation. The speed of Ihe game is 
insanely fast (in keeping with the classic 
coin-ops style), the graphics and the way 
l hey are handled are all excellent, and the 
ferocity of enemy attacks makes other ver- 
sions look positively passive. 

The combination of all these things 
makes Space Harrier 2 a truly awesome 

S ec© of coding 
GM rating 85% 
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Super Mario Bros 2 

to fmd them. Certain impassable walls 
can be destroyed by throwing bombs at 
them. 

Part 2 kicks oh with a bnef vertical sec- 
tion before returning lo the more familiar 
style of progression from left to right. The 
objective is the door ai level s end which 
is often locked (go down into a jar to find 
the key but watch out for PhanioD Birdo 
awaits ihe hero at the end of each level 
spitting eggs and fireballs. if you re quick 
you can pick the egg up and throw it back' 
At me end of the third stage Mouser 
awaits and only a bomb or three can see 
you through to the next world 

Dreamland is made up of seven worlds, 
each split into Ihree sub-levels including 
born ihe more familiar horizontal levels 
and vertical levels aplenty Quicksand 
regions, sand pits, caverns and waterfalls 
are all to be found within. Flying carpets 
can be ridden. or why not hitch a lilt on a 
monster to cross targe chasms, n s truly 
amazing wnai the Mario gang can do and 
find among the seven worlds 

To say that Super Mario Brothers 2 
is playable is like saying ihe Cray X- 
M'P is quite a fast machine — the 




game redefines the word playable' and 
is far and away a major leap over the 
original. It's involved, deceptively tricky, 
has major improvements in the graph 
ics and sonics league, and, most 
importantly of all. is superlative fun to 
play 

TGM rating 92% 





hosts ’nG 



« rthur the knight may be currently bat- 
/ 4 \ fling with Ghouls n' Ghosts in the 
-j-Jarcades but on ihe Nintendo he s still 
goi problems dal mg three years back when 
he went out 10 save the fairest of princesses 
from the ©vilest of nasty creatures Ghosts 
'n Goblins kicks off with a nice introductory 
screen as the Great Demon appears, picks 
up the princess and verily whisks her away 
(Why i hough is Arthur half undressed ifi thus 
section 7 We have a right to knowl) 

Arthur's quest begins in the spooky 
graveyard where nothing but a mouse stirs 
at least lor two Seconds before the zombies 
emerge from six loot under Armed with 
multiple flying swords Arthur can despatch 
the zombies back lo from whence they 
came and even pick up treasure while he s 
there The zombies it seems are thick, they 
sometimes carry weapons but neglect to 
use them on our hero. So much the better, 
and provided ft's not a useless weapon like 
the torch. Arthur can put it to good use. 

Ii he gets hit [very likely) off goes his 
Shiny armour leaving him with nothing 
between his skin and the cold wind but a 












Consoles 





he machine 
that started the whole 
rconsole business oil {and subse- 
quent war), Ihe Atari VCS, has 
Fundergona major changes in recent 
years, not only in shape but in the software 
too Long gone are the days of the 
ComOaf cartridge with its Tank and Jet 
games The machine's still very much alive 
ind kicking i rather fiercely), with consider- 



able software support {at console levels, ai 
least). Programmers have learned the ins 
and outs ol what is. alter all, a 
decent console: a large colour 
palette to hand, a decent 
sound chip and now some 
decent games. 

Palan Distribution Limited 
handle the Atari 2600 and around 
60 games for it. Among the 
delightfully named games such as 
Laserblast Demon Attack and 
Megamania there are coin-op con- 
versions to be lound, film conversions, 
home computer game conversions includ- 
ing Commando, Zaxxon, Winter Games. 
California Games. Ghostbusters. H E R O.. 
Pitfall and more 

Palan Electronics Limited Can be con 
(acted at Unit 14. Waltham Park Industrial 
Estate. Billet Road. London, £17 5DU 
{Tel. 01 -531-7171) 



River Raid 2 



r - Hr he original River Raid devised by 
" JpCarol Shaw became an instant cias- 
-J sc when it was first released, despite 
its chronically primitive graphics. With a 
gradual difficulty level involving the River 
Of No Reiurn gradually narrowing and 
inherently simple gameplay, the sequel 
rides (or should that be flies?) on the back 
of the prequel, In River Raid 2 the F 16 
has been traded in for the very common 
F-1 4, complete with aircraft carrier to 
launch from (be careful not to fall off the 
edge of the deck on take off ) , 



The River wends its way deep into 
enemy territory with a horrific amount of 
military hardware on either side to discour 
age the odd pleasure Might and F-14 attack 
plane from flying along it Speedboats, hot 
air balloons and other non aggression 
vehicles pop up Irom time to lime, but don't 
stop using those cannon, torpedoes and 
missiles to wear down the enemy. The 
familiar bridges from Part One also make 
an appearance which, white proving solid 
enough to shrug off collisions by enemy F- 
14s. can be destroyed. 

The F-1 4 is now capable of climbing and 
diving to avoid hazards, although the 
bridges are solid enough to step anyone 
showing off by flying through the legs. Also 



oblins 



pair of boxer shorts — One more hit in this 
slate is enough for Arthur to die of shame 
Arthur s travels lake him past the grave- 
yard into even spookier forests, a rickety 




fire bndge. a cavern complete with angry 
stalactites and onto the ice palace where a 
fire-breaftiing winged lizard {a dragon to 
you) is ready to toast pesky heroes. 

Playability comes first seems to the be 
the motto with Nintendo games and 



Ghosts n‘ Goblins is no exception The 
backgrounds are well -detailed and spooky 
enough to give you the creeps, The sprites 
lack significant detail but have a generally 
cute took to them (even the evil demons 
look rather pleasant), 

The graphics are a compact and fairly 
accurate representation of the coin- op. 
each level gaining more and more detail, 
leading up to a fiery and wondertully -power- 
ful climax The cute original sprites com- 
bined with atmospheric music mean this Is 
a good conversion. One small gripe. Does 
the map screen have to appear and scroll 
along EVERY lime you die? 

TGM rating 84% 



CLUB NINTENDO 

Have you been feeling left out, let 
down and brushed off? No need 
any longer! Now Nintendo owners 
can revel in all things Nintendo 
through their own official Club 
Nintendo magazine. 

Reviews, previews and hints n’ 
tips can be experienced by sending 
off the application form found In all 
Nintendo gamepacks. 




of note is Ihe ability Id land on Ihe carrier 
and a mid flight refuelling sequences to 
keep the plane airborne 

Vertical scrolling shoot em- ups are ten 
thousand a penny but the charm of River 
Raid outweighs what are still primitive 
graphics with an appalling lack of detail 
about them. Colour is used, which is more 
than could be said tor the original, unforiu 
naieiy the character blocks are still one 
colour. The graphics haven't kept pace 
with progress, but in their own simple way 
they are perfectly adequate and serve 
their purpose well. 

The gameplay redeems ihe simpltcily of 
execution with more depth about it than 
the original {although even with height to 
worry about and a new landing sequence 
this doesn t say a lot for the game's com 
plexity). It does have immediate appeal, 
and Ihe ever narrower Rivet ensures a 
near-in 1 mite challenge 
TGM rating 76% 









F-1 4 Tomcat 



jack in the air again with the 
_ fGrumman F-14, this is among the 
^first flight simulators for the console 
and a console rarity in general, 

An F-1 4's presence is needed in the 
skies around the Guir, A Middle East 
country is up in arms and its Air Force is 
out looking for trouble This situation is 
clearly unacceptable and so the USA 
sends in a carrier with you. a Top Gun pilot 
at the ready. 

The F-1 4 can take to the air to engage 
enemy jels at up to Mach 2.4 with a full 
KUD and a variety of air-to-air missiles — 




and, of course, an on-board cannon It's 
not over even when the MiGs are heading 
Gulf-ward, you've still to get back and land 
the jet. which means you'll find out very 
quickly why a Top Gun is supposed to be 
the besi of the best 

The most noticeable thing about F - 14 ts 
the detail to be found within the game s 
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F-1 4 Tomcat 

graphics, presentation and game struc- 
ture as a whore. Colour isn't used in 
abundance but the primary objective 
seems to have been to create a realistic 
atmosphere with subtle colours. Sound is 
used effectively, with the whine of the 
engines, the thud of the cannon and sim- 
ple but well implemented roar of a missile 
launch. 

Detail is of paramount importance, from 



the start with the deck captain signalling 
the piane to start its engines through to 
the traumatic carrier landing, there’s so 
much within F-14 Tomcat. Top marks for 
technical menl with ihis game — it really 
does push the console 

In unfair comparison with computer 
flight simulations. F-14 Tomcat looks 
decidedly average — it may not have 
quite the same depth, but for a console 
game its a remarkable program. Try 
landing the F-14 after completing a mis- 
sion, it ain’t that easy I 
TQM rating 82% 
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ow. on your PC Engine console, 
you loo can be a scourge of the 
skies in Tiger, a conversion of a 
Taito combat helicopter coin-op. 

Wendmg your way up vertically scrolling 
levels — the screen also scrolls left or 
right when needed to accommodate the 
full width of the playing area — chain 
guns are used to blast tanks, boats, 
planes helicopters and gun emplace 
merits which fire mercilessly at you 
throughout the game. Some leave icons 
behind when destroyed which give exira 
speed, an extra life, smart bombs, wider 
gunfire spread, or extra firepower. 

The sprites are a mixed bag copters 
are indistinct, larger planes are. well, 
piam i. 1 )- but tanks and gun emplacements 
are very arcade like. Backgrounds aren t 
packed wrth detail, but some ground fea- 
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lures are neatly drawn Music and effects 
are what we've come to expect from the 
Engine nothing special but fitting to the 
action. 

Tiger is quite a difficult game, so H won t 
come easy lo anyone bul toughened play 
ers. but whatever your ability, it holds your 
interesi With each successive game a Fit- 
tie more progress is made ensuring you 
don't give up until it gets very difficult — 
and it certainly does! 

TGM ruling 88 







B ounding more like a form to fill out 
than anything else, a P-47 i$ in fact 
a combat plane. A com op conver- 
sion sub titled The Freedom Fighter , ihis 
is a game for Biggies fans everywhere, as 
you pitot the World War ll fighter against 
German squadrons The fighter Hies right- 
ward the ground scrolling beneath it tor 
clouds behind it) while German planes 
attack. These are easily dealt with by 
machine-gun fire, but bombers, fittingly, 
are best tackled with bombs. 

Icons picket] up gam a continue-play 
option, extra speed, or missile, bomb, tur- 



ret or explosion weaponry. 

In basic terms, P-47 is pretty unremark- 
able, as was the coin-op it originated 
from, but shooi- em-ups are unique in lhat 
they are easy lo get into and. even if only 
adequately done, are undeniably 

t playable The sprites are compact and 
detailed (except for the bland looking 
|| bombers) and move smoolhly around ihe 
sky Neat backgrounds complete the 
authentic coin- op look, using nice parallax 
scrolling — the clouds tinted orange by 
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the sun in Level 2 are very attractive 
Effects are flat but the tunes are jaunty and 
add to the fun. 

TGM rating 68% 



Deep Blue 




ub-aquatic antics await you in Deep 
' Slue, a weird shoot em- up which 
puts you at the controls ol a one- 
man submarine convincingly disguised as 
a bright semi tropical fish, The camouflage 
is to allow easier infiltration into underwater 
tunnels and caves that are the source of a 




MENTIONING MENTION 

Supplier of the PC Engine games lor this 
issue, Mention Technical Services are 
going Japanese with a vengeance Not 
only is the PC Engine at a bargain price 
of £159,95 (with PAL TV converter as 
well), they ve also got over 50 Engine 
games. Titles include P-47 Freedom 
Fighter, Darius. Galaga 88, Space 
Harrier 2. Wardner, Pae-Land. 
Afterburner, Thunder Blade (the latter 
titles available soon) and even Bubble 
8obbie2. 

CD-ROM players and games will be 
available soon as well as the PC Engine 
joystick (£24.95) A VHS tape Bulletin 
1000- style will also be available soon 
(£6 95) 

Mention also stock a very large num 
ber of imported Nintendo games, a 
Nintendo joystick and a PAL TV convert- 
er booster (£14.99) to run Japanese and 
American format titles. Titles include 
Super Mario Brothers i,2 AND 3, Bubble 
Bobbie 2, Mah Jong I -5. Contra { Gryzor 
lo us British) and many, many more Also 
available will be Sega Mega Drives 
(£1 79.95) plus games such as Mr 
Komatsu and Altered Beast (£24 95) as 
well as Phantasy Star 2 , and 
SuperThunder Blade (£24 95). Out Run 
3-D, Power Drift and Afterburner are 
expected soon 

Mention Technical Services. 29 
Malcolm Place. Helensburgh, G84 9HW 
(0436) 73827, They promise lo keep 
pnces as low as possible, and with such 
machines as the Engine at 5p short of 
£160, Mention look set for a busy future. 



dangerous army of underwater creaiures 
mutated by dumped nuclear waste 
Fish, squid and sea snakes swim pasl 
and can be killed by ihe standard projectile 
weapon A helpful cyan lish leaves behind 
a pod which restores a little health , 
Increases speed or give light bullet, swift 
cutter or bubble beam weaponry. 



The thin screen area gives an unusually 




wide Cinemascope effect Backgrounds 
use few colours and have no real detail, 
but their texture and colour scheme create 
a great atmosphere — particularly with the 
upward floating bubbles. 

Music is amusingly nautical, sometimes 
in a soothing way sometimes hectic, 
sometimes eerie The garbled sound Of the 
short-circuiting sub after it s hit is Ihe high 
tight of an otherwise average set of sound 
effects. 

Deep Blue isn’t easy — Ihe bobbing fish 
movement often makes I hem tricky to 
dodge or shooi white other creaiures 
approach at a Irightening speed and rale 
Only on© We is given, but at toast th© sub 
can take pleniy ol hits bolore sinking forev- 
er. There are only four levels, though each 
is very long, bul it s the lack of variety that 
spoils ihe game. 

TGM rating 58% 






FOR THE FIRST TIME, THIS IS FOR REAL.. 







ft is caybrea* to join the otlr piiots in die sqoadnexi erewraom to 
discuss objectives for dw day anead. Mies. oofltbat manoeuvres; all 
are captures completely by F-lfi COMM PILOT. Duong your pre-flight 
briefing yu instruct the ground crew on weapon loading and plan 
jour attack... 

The threat of mmmert destruction and the stress of high-g 
combat you take in your stride, tor training perfected, you are now 
[raster in all five rotes of the f-lfi. from air-to-air interception to 
interdicts strike. 



BLACK 





But now - Operation Conquest - the conflict you hoped would never 
Happen. Aircraft, ground forces and lire entire strategic infrastructure 
is under threat. 



to havent faced anything tike itos before , ..ever 1 

ORDER TOUR F16 COMBAT PILOT NOW. 

Simply phone f0276'i 684959 quoting VISA or ACCESS credit card 
number, name and address. 
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Digital Integration 

III lull lirii d Swliliu 



Digital integration Limited 
Watchmow Trade Centre,, 
Watctimoor Road. Camteiey. 
Surrey G4J15 3W |0276l 684959. 
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In August last year (TGM009), we ran a feature on Captive 
Communications — better known as Capcom — because it looked as 
though their coin -op conversions were worthy of attention. We were 
right. Previewed then as a forthcoming product,, Forgotten Worlds has 
justified our faith. But it's only a start. Robin Hogg and Dominic Handy 
went to US Gold, the licensed UK base for Capcom, to have a look at 
two of the latest conversions which look like being world beaters 



W hen I™ think of Capcom, you 
probably think Commando For it 
was ti>.s product that shot the 
JapaA-based company to 8 bit 
silicon stardom warry back in fate 
t985 1 — closely followed by the 
more-impressive version of their 
Ghosts W Goblins in early 86 It 
was on these polished products 
that software house Elite grew 
and grew, In 1987, Elite's 
Capcom licence ran out, and in 




The headache for 
Hertex, Graham Ulley 
and Sottwonr — 6-way 
scrolling in the two- 
year-old arcade hit 
alack Tiger 



true Japanese spirit the arcade 
giants deigned to give fellow 
Burning ham -based software 
house. US Gold, their chance at 
popularising the 2tX)-sl rong coni' 
pany with a ten-product licensing 
deal 

Captive Communications, 
founded by ex- toy maker Kenzo 
Tsujimoto in June 1983, have not 
only grown in size — expanding 
from small beginnings in Osaka. 
Japan, to offices in Tokyo and 
Hokkaido, and overseas to 
Sunnyvale, California, where 



their massive marketing opera- 
tion is lead by Captain 
Commando — but also in 
stature. Capcom realise their US 
market is different: Tsujimoto 
accompanies a loyal band of 
designers to American trade 
shows every year to tap opera- 
tors and find out their needs. As 
Bill Cravens, iheir US Sales 
Manager, says; Tsujimoto will 
walk into a store and buy £6.000 
worth of books to bring the 
American culture to their devel- 
opment teams back in Japan 

The teams of 20 people con- 
tain planners, software program- 
mers, character designers, hard 
ware technicians and musicians 
Capcom believe their indepen- 
dent development teams have 
become their trademark — pio- 
neering unique visual and sound 
techniques reflected in their hn 
coin -ops. Capcom nurtures 
young professionals and further 
instills the independent drive 
by promoting from within the 
company. 

Although Capcom are primarily 
known for their arcade muscle, 
they are tapping all corners ol the 
entertainment industry. In true 
analogical Japanese Style, they 
see iheir company as a tree from 
which much diversification makes 
it wide and fruitful, but without the 
strong development roots it 
would not be possible grow and 
expand Capcom not only pro- 
duce for other manufacturers — 
Taito, Sega, Namco, Nintendo 
among others — but also for the 



elecironic toy market, TV games 
and, of course, the home com- 
puter market, 

Capcom s Current technical 
baby is their awesome' 'super 
chip 1 . From two-and-a-hall years 
development they have compact- 
ed the power of ten normal 
arcade circuit boards into two 
microchips. Not only is this easier 
for your local arcade owner to 
swap games in cab nets, it also 
means that the games will 
become more and more powerful 
— with laser-quality graphics at a 
non- prohibitive price 

Not forgotten 

Capcom have practically staked 
their company on the new super 
chips — costing £5 5 million to 
develop — but n seems to have 
paid Off with (heir first super sys- 
tem release. Forgotten Worlds 
(touring the arcade circuit some 
eight months ago), out on home 
computer this month from US 
Gold US Gold have already sold 
over a quarter of a million units 
from the five Capcom products 
they previously released, and 
hope Forgotten Worlds will sub- 
stantially increase lhal figure. 

Already the game is receiving 
glowing reviews from the TGM 
team (see page 30 in this issue), 
so what is behind all this suc- 
cess? Could it be the innovative 
storylines that have made 
Capcom renowned? Forgotten 
Worlds goes something like 
ihis... 

Emperor Bios has unleashed 
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an octet of evil deities whose 
sole purpose is to wreak havoc 
on all forms of civilisation. The 
once -beautiful landscape has 
become barren, the homesteads 
where people once grazed their 
intergalactic llama have become 
forgotten worlds. However, the 
vengeful minds of the homeless 
have crealed two super warriors 
who are lo gain revenge on the 
almighty horror. An awesome 
task awaits them; they musi first 
pass three demigods; The 
Golden Dragon, The God ol 
Destruction and The 
Paramecium Bui don't be dis- 
heartened, tor each wave of ene- 
mies destroyed deposits a small 
amount of money which can be 
saved up and spent in one of the 
numerous weapons shops that 
appear at regular intervals. 

All computer versions allow 
simultaneous two-player action, 
creating a very addictive atmo- 
sphere. US Gold reckon this 
could lollow Bionic Commando in 
becoming their top-selling 
Capcom release (topping Bionic 
Commandos 70,000). 

Striding on 

Following in August should be 
Black Tiger The game was origi- 
nally planned for last October, 
bui due to various difficulties with 
the programming placement of 
the project it has still not 
appeared — despite first appear- 
ing in the arcades almost two 
years ago US Gold are now 
avoiding most problems by plac 
mg the project with three different 
teams; Tiertex (Spectrum and 
Amstrad), Graham Lilley (ST and 
Amiga) and Sottworx (C64). As 
with BtorttC Commando, Black 
Tiger uses eight-way scrolling, as 
an armour-clad hero explores a 
multitude of platforms in a mysti- 



Thunder Blade . Manchester- 
based Tiertex, 

Finally comes Ghouls ‘N 
Ghosts (previewed in TGM014), 
the long-awaited follow-up to 
Ghosts N Goblins. Software 
Creations, programmers of mas- 
sive hit Bionic Commando, have 
been chosen to convert the 
amazing arcade machine — let's 
hope the capabilities of the home 
computers can do the super chip- 
based arcade machine justice As 
we said in Issue 14. the graphics 
have to be seen to be believed 



Outselling all I he 
arcade opposition, 
Strider, left and 
below, promises to be 
another huge Capcom 
hit on home comput- 
ers. and who can wait 
for Ghouls N' Goblins 
(the arcade poster 
below)? 



cal world (shades of Ghosts 'N‘ 
Goblins'?). As in Forgotten 
Worlds , three demonic dragons 
are causing complete mayhem, 
and it's up to you and your trusty 
sword to slay the salivating mon- 
sters before they partake in a 
meal of user and chips! 

Talking of chips brings us to 
Sthder, Capcom s second 
release utilising their revolution- 
ary super chip. Strider is current- 
ly sweeping the floors in the 
arcades (something a lot of 
arcades need!), outselling all its 
competitors for the past three 
months However, you II have to 
wail fill September for the com- 
puter version, Capcom 
obviously aren't taking 
part in the Gorbachov's 
Glasnost: Strider dumps you 
armed only with a sword 
in the middle of 
Russia with the 
mission to infiltrate 
the Red Army and foil 
their plans for global 
domination. Being a 
highly-trained Secret 
agem, you are 
extremely mobile — 
triple backflips over on- 
coming KGB agents 
and monstrous robots 
are all part of the bar- 
gain, The visual capa- 
bilities and impressive 
sonic accompaniment 
are already making 
Sthder THE plat- 
form and ladders 
game to be seen 
playing at the 
moment 

All the compuier 
versions are 
being program- 
med from the 
folks that 

brought us 



We also said Capcom have 
got it made for 19B9', and it's as 
true today as when we said it. 
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■There's E\icfr Tiger, which mut very soori,; oral me 
; massive arcade hits QhddlS 'ftSgffiasts and Sfr tfeA lined 

l up for the s more on c4mB|^ 
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y-‘ '• s Japanese atyfe, Gap om are 
great Japanese; creation, the mfamout- PC Engine, the 
top prize The first-prize winner wifi i so gets fiv fab ;: : : 

games for th^: gr^irii'-T attested by the T(lM 
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featured m die FfVE segmented screen pictures on this 
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Send your entries, along with your choice of five Cap- 
com games to: I'VE BEEN CAPTURED COMP. TGM„ 

PO Box 10, Ludlow, Shropshire SY8 1D&. The normal! 
competition rules, as detailed in the masthead, apply Any- 
one found cheating will be sentenced to an appearance or 
the Japanese game show Endurance! 









T 




















These are some of your I 
opponents. Knock them out 
and gofromround-toTound j 
to the super-league. 
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Listen to the crowd roar as 
you enter the stadium and 
take up your position oppo- 
site your opponent. 



Have you the skill to fight 
off the furious beloms with 
your punji -stick? 



Atari ST screen 



C 64 screen 
















PC (EGA) screen 



Available far the C64, Atari ST, Amiga and PC 



JU.K.h Skeity Close, 9 *ackmills Busings Perk, Northampton NN 4 OPL 
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Amiga screen 


















B • **$£*-** K 

■O!*— !— m T t 1 ___ 



GRAND MONSTER SLAM: 
Can you become this years 
Grand Slammer? 
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30 ■ FORGOTTEN WORLDS 



US Gold Cap-corn's coin-op 
hit roars in. all conversions 
firing, and what a game it is! 
See the feature on page 24 
and thrill to what follows! 




UPDATE 




331 SPEEDS ALL 
341 DARK SIDE 
441 POWERDRIVE 
51 m POPULOUS 



43 I BLOOD 
MONEY 

From Psygnosis — the 
software house with barely 
a hitch — a 16-bil shoot- 
em-up to knock the socks 
off even the most hardened 
gamespiayen This is the 
one to buy for its intro 
sequences alone! 



■ KICK OFF 

Anco strike gold with their football sim which boasts 
sophisticated new ball and player control 






machine 



PLAYER 




■ THE KRISTAL 

Previewed for the first time any- 
where in TGM. the mammoth epic is 
now here. A stage musical that 
never made it, The Krtslafs pro- 
grammers have made no conces- 
sions in providing us with this star 
ptayer. 




■ MILLENNIUM 2.2 

A true 16-bit game!' cry the reviewers of this Electric 
Dreams space fantasy with graphics to match Stanley 
Kubrick's vision of 2001. 



ARCHIPEL 



A cross between The 
Sentinel and Virus, Astral 
Software Logotron s clever 
16-bit, multi-world strategy 
and arcade game is weird 
and utterly compelling. 
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The thoughts in Arc Development's minds when they were given 
Forgotten Worlds to convert are no doubt unprintable. The first of 
Capcom's games to use the awesome new generation CP graphics chip, 
Forgotten Worlds sure takes some beating. 

When the coin-op was first unleashed on an unsuspecting public, in 
time-honoured fashion the graphics overwhelmed the simple gameplay in 
much the same way Afterburner did. 

Sut recently wonders seem to have been worked with regular occur- 
rence in the coin-op conversion field and Forgotten Worlds is the latest to 
don the best conversion yet' mantle — better, in fact, than the original — 
and it looks to keep it for quite a white to come. 



Never make a destructive god angry 



Capcom 



0 cross elf formats Forgotten 
World s comes across primarily 
as an ace shoot- em-up (particu- 
larly excellent in iwo-player 
mode} polished to sparkling per- 
fection by its superb graphics. The 16- 
bit versions, with all the flashy trim- 
mings, have the advantage but even the 
humble Spectrum gives its all. 

The Forgotten Worlds of the title are in 
a sorry state, mere playthings for a jeal- 
ous god. Bios, emperor of all the worlds 
and the Almighty God Of Destruction 
created eight lesser gods of pure evil, 
and together they wreaked terrible 
vengeance on the worlds. The carnage 
has reduced the worlds and their peo- 
ples to little more than far-distani memo- 
ries. 

But although Bios may have broken 
their backs, the inhabitants' spirit 
remains undiminished. Now the 
Forgotten Worlds try to light back 
through a mind-melding which forms 
two psychic allies — super warriors des- 
tined to fight Bios to the death and 
defeel his guardians as they do so. 

Even super warriors face some tough 
going when up against Bioss body- 
guards — - the Golden Dragon, The God 
of Destruction and the Paramecium, alt 
vying for a firstclass conflict at the end 
of each level. 

The two macho men ol Ihe future 
weave their warring route through hori- 
zontally and vertically scrolling levels, 
wasting all before them; business is 
good in this particularly violent neck of 
the woods. The action kicks off in the 
Paramecium level as the warriors jet- 
pack through the first of many ruined 
cities pitied against aliens, missiles 
and just about the lot, all rushing to 
aid their wrathful leader in eradicating 
alt intruders. 

The aliens are loaded — literally — not 
only with weaponry but cash as well. So 



killing them is good for defence and 
profit as you pick up their dropped coins 
called Zennies. Collected cash can be 
put to good use. for despite all Ihe 
destruction, amid the ruins a shop still 
stands where weapons, armour, lives 
and top-up energy can be bought. 

Your adversaries become extremely 
unpleasant as your two warriors pene- 
lraie ever further into the enemys 
defences, robotic spiders, killer cogs {!), 
gigantic leaping worms, stacked up 
garbage and other detritus prove more 
than a handful without the several thou- 
sand other aliens hying around. 
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'Sorry, luv, we re fresh out of 
extra- heavy lasers.., V shopping 
tor extra armaments. By compul 
er from the top : Amiga, 
Commodore 64 128 and 
Spectrum salesgirls 
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Centre: our super heroes 



encounter the gungy, slimy 
Paramecium^ white above the 



dreaded dragon breathes fire 
and brim tone — Amiga screens 



Talk of the destroyed town are the 
awesome behemoth opponents ai lev* 
els ends — from the Paramecium wilh 
its rotating garbage clawing at the good 
guys to the Du si Dragon breathing tire. 
And any who survive his minions must 
finally lace the almighty Bios, God at 
Destruction, in all his death-dealing 
glory, Super warriors only need apply to 
save the Forgoiten Worlds in one frantic 
battle for supremacy. 

tf Forgotten Worlds is anything to go 
by, the rest of the Capcom releases look 
set tor unrivalled success — roll on 
Si rider and the others! 



£ 9.99 
cass 

£14.99 disk 

A smaller screen than the others, but 
the game itself Is no less enjoyable. 
Colour is in plentiful supply and detail 
is all (here In one faithful conversion. 
The lack of between- level title screens 
can't be helped, but Forgotten Worlds 
rises to the challenge ol conversion 
brilliantly — a great shoot-'em-up with 
remarkably good graphics to match. 



Don't question how they managed to | 
squeeze nearly all the graphics, 
speech and digitised pictures of one 
awesome coin-op into one 512K 
machine, just play the game! Smooth 
as silk scrolling goes unnoticed when 
you're up to your armpits In aliens and 
bullets, ail beautifully detailed, with 
colour galore making Forgotten World;, 
a 16-bil unbeatable treat 



£ 8.99 
cass 

£12.99 disk 

The monochrome backgrounds are 
cleverly disguised by brightly coloured 
characters, and although colour clash 
cart reduce the professional sparkle of 
the game from time to time, the quality 
parallax scrolling and Some superbly 
detailed sprites just can't be Ignored. 
A very fine Spectrum purchase. 



OTHER FORMATS 

A pc version is undergoing conver- 
sion at ihts very moment, and planned 
for August, It will be priced at £19.99. 






£9 99 
cass 

£14.99 disk 

Closely defined graphics always look 
good on Ihe C64, and together with 
subtle colouring throughout, the char- 
acters are stunning. SonfcaMy 
Forgotten Worlds achieves a high rank- 
ing wilh normally average effects turn- 
ing out well, enhancing the already 
very strong atmosphere. 



£19.99 

Next to no difference in the graphics 
stakes with parallax scrolling working 
all the better on a machine not used to 
such a technique. Speech and music 
are competently executed and theres 
little thal can be faulted in the presen- 
tation. atmosphere and accuracy of 
conversion. II you though Led Storm 
was good wait until you sec Forgoiten 
Worlds. 
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A better style of soccer action 




Anco 



A ncos contribution to a relatively 
unexplored area of 16-brt gaming, 
Ktck Off follows from their tee -hock- 
ey simulation, Face Off. 

To its tarts, and despite recent over 
shadowing tram hooliganism and tragedy, 
football remains a fiendishly deceptive 
Sport, simple in concept complex in skills 
requirement and tactics. Computer football 
games fall broadly into two categories, 
management si ms and arcade- style action 
games It's to the latter that Anco have 
turned their attention, and their attempt 
Offers a variety ol features including a new 
and highly realistic ball-control system 
Gone is the bizarre ability to keep the ball 
superglued to a player's toes, now it goes 
oft 'm the direction las! kicked and keeps on 
going. It s up to the player {of course) to 
direct it (hopefully) goatwards. 

It's this reworking of traditional compuier 
football ideas that dramatically pushes Kick 
Off s realism to far greater heights lhan has 
been achieved belore Now you've REALLY 
got to work to get the ball in the net 1 
All this is helped by the presence of a 
large number ot moves including 6-way 
headers, ball chipping, dribbling and can 
non shots literally Hying half the 
length of the pitch. Four types of 
team formation and five skill lev- 
els provide game variety — the 
higher the team skiff level the 
taster the team moves and 
the greater ris accuracy On 
International Level the 
speed of play is frightening- 
ly Iasi — the independent 
Skill levels mean an expert 
can be handicapped when 
playing against a novice so 
as lo even things out. 

Fouls, player injuries, red 
and yellow cards, corners, 
penalties, throw-ins — they're all 
there, the only major omission 
(other than action replays) is a referee, 

One of 15 Types of ref with differing levels 
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of leniency keeps the 
match under control 
(the leniency level 
otherwise known 
as I he blind- 
ness factor), 
Whistle 
blowing, the 
booking of 
players, 
awarding of 
corners and 
the like is all 
done without 
the rer having 
to walk on. 

The great 
thing about Kick 
Off rs that at ALL 
times you're in total 
control of your players* 
actions The new control method takes 
lime lo grasp but once learnt, the game is 
as rewarding to play as Micro Prose 
Soccer, if not more. 

Like real life, goals are hard to come and 




Untidy In places with sprite flicker and 
basic in-game presentation, Kick Off is 
otherwise technically impressive with 
very fast 'moving action coupfedl to 
lull-screen scrolling. At ten pounds 
(which Anco would have liked, but 
some chains to res preferred a higher 
price) M would have been superb value 
for money, but it's still a great buy. 
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As usual with football games, the 
graphics aren't much to write 
about and a still frame does no 

J ustice, bul new moves and fancy 
oolwork in Anco's Kick Off make 
Ibis overhead football frenzy 
game the best 16 -bfl simulator 
we've seen so tar 



both teams would have to work hard to gam 
them — uneven play is catered lor with 
both sides having independently selected 
skill levels. 

The speed of Kick Off is remarkable, 
beating all before n easily, and with the true 
concept ol ball skills adding a wealth of 
realism to the game Kick Off the best 16-bu 
soccer simulator yet 
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Much the same as the ST game but 
with the scoreline intruding Into the 
pitch, Speed-wise Kick Off can't be 
beaten and is at times frighteningly 
fast moving — true football skills are 
needed In every sense of the word. 



OTHER FORMATS 

Amiga owners can have a game of 
compuier footle tor the same entrance 
tee of £19.95. out soon 
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16 -bit burglar nostalgia 

RAFFLES 

The Edge 

■ enamed from Us previous 8-bit 
release of Inside Outing, Raffles 
provides diversion for 16-bil klep- 
tomaniacs. Dotty Lord Crutcher 
hid all his valuables before incon- 
veniently popping his clogs (In the popu- 
lar vernacular). Even Lady Crutcher 
couldn't find them, so she's lured you. a 
thief, into tracking them down for her, 
in an isometric 3-D environment, you 
can pick up or pull virtually any object 
you find — glasses, chairs, plates and 
so on — in order to reach the grieving 
widow's diamonds. Your task is hindered 
by surprisingly dangerous canaries and 
mutant mice 

Knight Lore - style arcade adventures 
are rare 16 bil beasts, but Raffles will 



Raunchy Raffias funs rampant 
’round rectangular rooms rite with 
rapid rodents 




probably only interest ihose unfamiliar 
with the game format or ex*8-bit owners 
wanting a trip down memory lane. 
Competently programmed, its largely 
unthrilling to play: burglary isn't as excit- 
ing as you'd expect. 



Commodore 64 violence in favour 




Imageworks ■ £9.99 cass, £12.99 disk 

The Bitmap Brothers violent future loot 
ball game scored a teg tS-b+t hit, and this 
8 bit version goes a long way to emulal 
mg its success Gamepiay and player 
options remain the same allhough set at 
a Slightly lower difficulty level A metal 
dome slides up from the floor and fires 
the ball in a random direction. Players 
run over the bait to pick it up, and points 
are scored by throwing it Into the opposi- 
tion's goal mouth Icons collected on their 
appearance can provide tackle 
protection, increased stamina, automatic 
possession and so on. or be saved lo the 
end of the match and traded lor such 
goodies as increased stamina bribing an 
ofltdaf or even the referee The graphics 
may not kick the Amiga's into touch, but 



rust assured that the playability ts still just 
as fast. I re not i c and bloody as over 

TOM update 87% 




From 16- to 8-btt, the action's as hot 




ATARI ST 

Chicago *30$ 

US GOLD £19.99 

Spectrum 42%. Am*lrao 39% — TGMQfB 

Elliot Ness « enforcing the law and the 
mob's out to do him in, Hardly making 
an 8-bit impact, the ST game follows 
the Amstrad version '$ line, with 
smoother but disappointingly 
similar graphics and tired game 
play. Workmanlike production, but a 
shallow concept. 

TQM update 40% 

ATARI ST ■ AMIGA 

Battlehawks 1342 

US GOLD £24,99 

PC??* — TGMOtS 

Much of the graphic style of the PC ver 
sion is evident within I 
versions and the i 
works SO much the « of ii 

Digitised graph 
sparse in use. 




illusion of divrng. climbing and circling is 
what it's all about — and it works wt 
Overoompensahon of plane movement 
easily results in the plane spinning wild- 
ly, a very sensitive plane it seems — it's 
a bit of a bugbear As only moderate 
use is made of Amiga and $T graphics 
potential is missed, especially on the 
former. But fho tension associated 
with flying through a hail of «ak 
against impossible odds is done jus- 
tice by Lucasfilm's programmers on 
the perihperat screens 

pdate: Atari ST 73% 
72% 



MSX 

Robocop 

OCEAN £8 95 cass, £14.95 disk 

Sowirwn 31%. Ccn-modort <5* 128 77% - 
TGM01A Arn-.is.si ?&% _ TQM017 AuwSt 
90%, Amiga 00% T3M&18 

It's no bad thing to see the same source 
code used for multiple vwsxjns partieu- 
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Time to outrun the patrol cars again in... 

THE DUEL - TEST DRIVE II 

Accolade 




leak you dreamed of owning a 
I Lamborghini. Testarossa or a 
[Porsche 911 Turbo in the original 
Test Drive, but now Accolade have 
I bettered themselves in offering 
you the chance to burn two of the fastest 
production cars in existence — the 
Ferrari F40 and Porsche 959! 

First choose which wheel of these 
dream machines to slide behind (in com' 
puter racing mode you also choose the 
opponent's vehicle) Then decide whether 
or not to race the computer, or try to beat 
the clock on some of the most tortuous 
roads ever designed by a sane man. 
Whichever mode is chosen, gear chang- 
ing is one of the most important^ 
considerations in this 
game. 

Next 
comes the 
skill level 
setting 
from the twelve 
available ranging from chick- 
en-hearted wimp automatic transmission 
mode (nine-tenths of us al TGM) to the 
real macho pro who goes all the way and 
risks running the gauntlet (like Robin iron 
man Hogg) Test Drive tl has three differ- 
ent road sc apes to race along: the desert 
with its hot burning sand, a scary moun- 
tain route (don't look over the side of the 
ciiffl and a gentle Sunday afternoon dod- 
dle along a pleasant tree-lined country 
road 

The freeway isn't entirely free to tear- 
aways. however, because the cars, vans 
and police cars have been transferred 
over from Test Drive to cause you aggro 
and annoyance. The cope are the biggest 
pains They have two methods of catch- 



ing loonies like you. First is 1o gwe chase, 
and it's your decision whether to pull over 
and get a ticket (not advisable), or out run 
the dude Second, you occasionally see a 
cop standing at l he side of the road, again 
pull Over for the ticket or run for it. 

At the end of each level you have to 
pull up at a gas station, but don't over- 
shoot It because the walk back it you run 
out of fuel incurs a hefty penalty 

The Duet — Test Drive ti doesn't add 
anything special to the racing game 
genre, but who really cares when it's this 
much fun? 




Life in the fast lane 

As in the original, score screens 
after a section inform on your time, 
average speed, score etc (and those 
of the computer player if applicable). 
Depending on your performance 
several caustic comments are hurled 
at you by She computer. Five lives 
are provided at the start, and if you 
whack a car or are penalised you 
lose one, though if you make it to 
the gas station a life is added. Life in 
the fast lane is tense, but it's great 
fun, just like The Duet- Test Drive If, 




I DM 



Test Drive was let down with sparse 
graphics, vroomy engine noises and 
doubtful Instability. But with three sce- 
narios (a data disk soon available) 
very impressive cars (also subject to o 
data disk), and heaps of gameplay, (his 
initially frustrating racing game Is one 
fans of Test Drive shouldn't be without. 






Poetry in motion 

DARK SIDE 

MtcroStsius ■ Amiga, Alarl ST 
uba probably £24.95) 

Spectrum 93%. AmstraO 93% — TGM008 
Corwwdor* W 90% - TGM009 PC 94% 

TUMP 14 

The first game to emerge from 
MicmStaluS, part of the ever-expanding 
Micro Prose empire, Dark Side is 
Incentive's chance at breaking the 16-bit 
market in ihe Stales, as well as over here, 
with MicroProse s marketing muscle. 

Speed is rtoficeaoiy up on the PC game 
and goes like the clappers in comparison 
with the 8 bite. Like ihe previous 
Freescap*:- game DrUler, Dark Side opts for 
colour shading, as opposed to the subtle 
shading of ihe 8 bit versions A variety of 
colours is used extensively and, together 
with very smooth- flowing animation, the 
game looks and plays a lot belter than the 




Faster than 
8 -hit or PC 
versions. 
Dark Side 
goes like 
the clap- 
pers on the 
Amiga 



other versions Comparisons between ST 
and Amiga are fruitless, with tittle more 
than boosted sound effects on the Amiga 
The good news is that the 3-0 
Fret-scape world has never looked better 
and is an ideal purchase for would-be 
arcade adventurers looking for a new 
angle on their puzzling II you re fond of 
arcade adventures 
then give Dark 
Side a try. the 3-D 
environment gives 
the game a high 
sense of realism 
with a greal atmo- 
sphere The addi 
tion of music 
would have been 
nice, but here is 
without doubt 
Freese ape at its 
fastest and best 



TGM update: 
Amiga 87% 
Atari ST 86% 



UPDATE 



T 
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f you thought Thffids were pretty 
nasty, you're in lor a real shock when 
you play this arcade strategy game 
The animated plants called Arboareal 
trees grow and descend creepily, 
sending out a deadly virus towards you.,. 

So is described Archipelagos, a cross- 
combi nation ol The Sentinel and Virus but 
lar more surreal. The land beyond our 
dreams is made up of many islands where 
hie is not in a form as we know it. Floating 
m mid-air you lake on the physical form of 
the explorer of the 9599 islands. 

In i he world of Archipelagos the obelisk 
reigns supreme. Like the Sentinel ol eons 
pasi. the obelisk is the focal point for all the 
energy of the land and at all times the utii- 
maie foe. The obelisk Seeds oft the very 
land itself and is kept alive through stones 
scattered around the metaphysical land. 

To deleal the ruling leviathan all the 
stones around the isle must first be 
absorbed — a la The Sentinel. This is easi- 
er said than done when situated on lower 
levels but with the advent of l he higher lev- 
els stones on separate islands need to be 
connected up to Form a chain'. 

Once all stones are destroyed a timer 
ticks down and the obelisk is now vulnera- 
ble — just move to the black monument 
and absorb it to complete the level before 
time runs out (otherwise the obelisk kilts 
you) 

The trees around the island are deadly, 
as they rise and fall they literally advance 
towards you step by step The virus they 
spread is lethal to walk over, so too are 
the trees if they calch you Keeping on the 
move i$ the key to survival, thai and 
the speed needed to absorb stones before 
the trees spread their virus everywhere. 

The islands are viewed in the familiar 
3 D form with a cursor used to point to 
objects around the world and either move 
to them or destroy them. Movement around 
the land is for much of Ihe time an unhin- 



dered process, water forms a barrier 
between islands, which can be bridged by 
creating land — creating land costs energy, 
but to replenish lost energy island flowers 
can be collected. 

This is an easy enough concept lo grasp 
but with the many new levels come island- 
eating creatures, Ihe Necromancer and 
Blood Eggs spewing forth the deadly virus 
in a lethal fountain. The Lost Souls of past 
explorers also wander aimlessly around the 
island, 

The landscape gradually becomes more 
convoluted as The explorer moves onto new 
areas, with isles needing to be reached by 
creating causeways. With limited energy 
and lime, things can get very tight later on. 
Success on the first few levels may be easy 
but death on the later levels is easier still. 

With every fifth level {lor the first hun- 
dred levels only) the landscape changes lo 
a more familiar island shape {look out for 
the EastE riders map. the pig and the Wheel 
early on). Like The Sentinel, the weird 
nature of the game fuels the strange appeal 
and enhances an already surreal atmo- 
sphere, Irom this stems the game s weird 
but compelling appeal. Things siart off easy 
with no more than slow- moving trees to 
avoid bui the later levels are where the 
challenge lies, making The Sentinel look 




Mapping humour: quite a few of 
the archipelagos can took f am if far 



Simple in comparison. 

Archipelagos is a compulsive game con- 
taining some highly-compelling and very 
abstract elements One to grow into. 




Slightly faster movemeni is unneces- 
sary with ihls type of game but appre- 
ciated nonetheless. Graphically no 
change but with an atmosphere this 
good it doesn t need heavily blilter*ori- 
entated, masterpiece graphics Pfay 
this game in a dark room and become 
totally Immersed in the world of 
Archipelagos, a game which makes 
The Semina! look like a non-starter. 




The animation of movemeni around 
the isles may not be as smooth as 
Dark Side but you don t need to be fast 
on your feet to ptay ArcNpuiagos, just 
plan where you go carefully! The bar- 
ren landscape weaves an odd spell In 
its creation of atmosphere, elements 
of Isolation and fear quickly emerge as 
the enemy draws near with you always 
in their sights. 



OTHER FORMATS 

A PC version Is nearing completion. 
Watch out for an Update soon. 
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PLAYER 



both versions 



The verity effective graphics are very simitar in 
{Amiga above. Atari ST shots 
below and under the title) 











PC 

Echelon 

US GOLD £19.95 

C^mmootHd J94 71 %— TGMOO? 

fcheton is an anti-piracy organisation 
set up by international Space 
Federation. You slab seated in a C- 10 -J 
Tomahawk equipped with the latest 
computerised equipment specialty built 
lo destroy the scumbags This is done 
by locating (he pirate base and deacti- 
vating ils cloaking device information 
on how lo do this is scarce so objects 
scattered around the playing area must 
be teleported aboard m the hope they 
contain dues. Echelon is a longwtnded 
which could send blasting fanatics to 
steep over the 70 page operations 
manual. But match vllcks under the eye- 
lids improves the situation a little. as 
does practice 
TGM Update 6 1 % 

COMMODORE M/128 m AM ST RAO CPC 

Dark Fusion 

GREMLIN GRAPHICS £9.90 case, 
£14.99 disk 

SpwJiUJTi 7B% — TGM0T7 




No surprises tor the remaining fi bit ver 
sions ot Dark Fusion ( Amslrad CPC 
version pictured above;, with Us mixture 
ot several games. Playability is high, 
although as with the Spectrum version, 
the difficulty level has been gel on the 
high side loo, and it takes many games 
to destroy the alien swarms on even 
the first level. Colourful blasting (tin 
with a canny choice of inspiration for 
(he combined game dements used 
TGM update; CPC 74% 
Commodore 64/1 2S 72% 

PC 

Sinhad and the Throne 
of the Falcon 

CINEMA WARE MIRROR SOFT £29.99 

Atah 520 ST ?5S. KWQ ST -’0%. C$4 01% 

TGM 012 

A right pain to play on the Atari 529 ST 
— niggling disks every two seconds 
became commonplace it's better news 
for PC owners with only two disks 
which don I have to be swapped too 
often Two slight niggles though the 
key (unctions are a lithe sluggish itiCpe 
dally on the shipwreck sub game), and 
Cinemaware don t appear to know the 
difference between a centaur and a 
mmoiaui. Oh well 
TGM Update 65% 
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A case of the genes being too tight 

BIO CHALLENGE 

Palace/Delphme 




he principles of evolution and civili- 
sation state that the human mind 
and body increases in sophistication 
and efficiency as the centuries 90 
by. Producers Delphme Software 
have more alarming ideas about mankind's 
future Successive generations will have 
weaker genes, composing an ever more 
puny physical being, so that eventually man 
will be too feeble a creature to exist 

A solution may be found by scientists, 
but ai ihe time this game is set. biologists 
and physiologists have tailed to stop the 
downward spiral. However, ihe human 
race still lives A method of interfacing a 
brain with a robot has been developed so 
that people may live in metal bodies But 
the mind -to -mechanism device has not 
been fully tested 

The player of B>o Challenge is a KLlPT 
— ihe latest and most complex of androids, 
now under guidance bom a human brain. 
The test task Is divided into six levels, each 
divided into between one and six worlds. 
The basic aim for each is ro collect four 
pieces of an amulet within a time limit, 
using floating teleport devices to lump from 
world to world. The job is complicaied by 
small drone craft which Ity past in groups, 
but these are easily destroyed with the 
KLIPTs rapid spin move. Making contact 
with these, or any enemy, though, causes a 
loss m Hie KUPT's life fluid — oil. 

Much more difficult to eliminate but vital 
to progress are Guardians Creatures 
These traverse the ground of the scrolling 
worlds, below Charge Slabs {platforms) . 
The Slabs can have one. two, three or infi- 
nite charges on them A charge is used up 
by jumping onto the Slab then somersault- 
ing on it. or by Jumping upwards to hit its 
edge, which also has the effect of knocking 
the Slab sideways. When a Slab has no 
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Off at a strong KLtPT for a breath 
of trash atr — unusual graphics 
from the ST game (both screens) 

charge, it falls to the ground, hopefully 10 hit 
and destroy a Creature. 

Atomised creatures always leave behind 
an object; a piece of amulet or their energy 
tanks. The energy capsules are needed for 
the end of the level, but as only four energy 
capsules can be carried at once they can 
be stored in a large sphere at the beginning 
of the level. 

Creatures sometimes Cause the sum' 
morting of a cauldron. These appear at sel 
positions along a level, and give bonuses 




£ 24,99 



Graphics are similar 10 the ST s. but 
appear to be expand sideways a little, 
and definition, perhaps partly because 
ot this, Is scruffier. Music is very good, 
(hough, with unusual samples com- 
posed within a lively and futuristic 
melody. 




according to their colour {see box). 

Once all lour pieces of amulel have been 
collected, rt s a run. jump and a spin to the 
large sphere where the deposited energy is 
collected . This is needed to tackle the 
Guardian (aka the ‘big end of-levei nasty ’}. 
who lurks underground Here the KLlPT 
can transform into a Hying cannon and use 
the previously gathered energy capsules lo 
fire bullets al the monster. 

It s strange that the only blasting in the 
game is at this point — the scenario and 
landscape style is one that most program 
mers would use for a gun- toting android 
shoot-em-up, or perhaps a progressive 
beat- em-up The rapid spin method of 
despatching the bad guys is unusual, and 
when combined with the use of Energy 
Slabs, makes for intriguing gameplay 
Being able to move Slabs (and often hav- 
ing to) requires thought and some skill and 
strategy, particularly as the Guardians 
Creatures change movemeni patterns from 
level to level 

Bo Challenges gameplay is a breath of 
fresh air. both original and fun, 16 bit own- 
ers longing tor a change can find it here 



Yellow cauldron: extra time tone 
minute) 

5000 bonus points 
green armour — 

smart bomb effect 

I Rill*' feUlMti extra life 

expand* oil lank to 

33 unit* 

red armour — 
increased *pm speed 
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£ 19.99 



Neat introductory sequences show a 
metallic shell spread over a fallen 
human and a speaking face transform, 
Tron-Hke. into a robot s featureless 
mask. In the game, the KLlPT is com- 
pactly designed and very well animat- 
ed. It's odd that the robot s movemeni 
reminds us of Typhoon Thompson, 
because the sound effects are very 
similar in style to that highly playable- 
release, although the music is an 
improvement. Scrolling is smooth and 
backgrounds tack great detail but are 
nevertheless atmospheric. 



OTHER FORMATS 

ft is unlikely that any other versions of 

Bio Challenge wilt be produced. 
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Cunning stunts for another fall guy 

DANGER FREAK 

US Gold 




* 



Ou remember CoJt Seavgrs... The 
Pail Guy. Lee Majors in hts bendy 
leather jacket biffing the bad guys 
and performing aft those seemingly 
impossible stunts. Perhaps you also 
remember Elite converting him into an old 
8-brt game No? In which case you might 
find this Rainbow Ans/US Gold release 
refreshingly original. 

The aim ot the game is to complete three 
levels and emerge at the end in one piece 
iif you don e do this the movie director will 
send your earnings lo your next of kin) 

Level 1 sees you astride a large and 
powerful motorbike. Three lactors are 
against you as you scream off down the 
road, an energy level slowly depletes when 
you hit objects or stray from ihe road's cen- 
tre An inevitable timer ticks down the sec- 



onds left to complete the level, and finally 
each time a particular stunt fails (he director 
calls a cut' , These obviously cost money 
so an allowance ol eight are made, and on 
the eighth such offence you're deep-sixed 
i removed). 

Next it's into a sports car diwen by a 
beautiful young lady — but no rest, listen to 
die sound of rotor blades .. Yes that's the 
idea — climb onto the car s roof and grab 
hold of tne rope ladder before the car 
crashes into that brick wall that's looming 
up (don't worry about the girl, she s a stunt 
person too). 

In the second section, on a jet bike, you 
to skim across the waves, but logs, buoys, 
and the occasional nasty Jaws-type shark 
can thwart your chances of fame and for- 



tune 



The final level lakes place in the clouds 
where, under a nifty Biggies flying helmet 
you have to pop balloons (we haven t yet 
worked out why), avoid low-flying eagles 
and fire-breathing dragons. 

The idea behind Danger Freak i$ neat, 
but in practice the combination of tough 
opponents, annoyingly -placed objects and 
tricky vehicle control conspires to keep 
you on Ihe first screen indefinitely Once 
the first level has been completed a frus- 
tratmgly playable game emerges, the only 
question is how long will Danger Freak 
hold your attention 



Price 
T8A 

Despite the obvious graphic and sonic 
differences, playability is similar to the 
C64's, Rainbow Arts have come up 
with some good games. Denaris 
{reviewed TOM 017) for example, and 
luckily they haven't damaged their rep- 
utation too much with Danger Freak. 
But stiff, try before you buy. 






£14.99 disk 



The small biocky looking sprites on 
first sighting don t bode well for this 
game and tricky controls also give you 
a vaguely unsettled feeling. But it must 
be said that after a while Danger Freak 
does tend grow on you, so short-term 
playability is assured. 



OTHER FORMATS 

Work on PC and Atari ST versions are 
under way, more news when we 
receive it. 





AMIGA ■ ATARI ST ■ AMS TRAD CPC 

Pac-Land 

GRANDSLAM tfc-bll £19:95, CPC 
£8.95 csss. £14.95 disk 

CSX 85% — TGMQOS 

The world s most successful video 
game character may wall hown at Mr 
Moo s conversions for this, his second 
official 16-bit outing. The STs suspect 
scrolling has been transferred intact to 
the Amiga, which won t go down well in 
the Amiga camp and should have been 
rectified lo start with on the ST. ft 
doesn't spoil gamepiay. but it doesn't 
help ihe game s appearance Both 16 
bit versions look remarkably similar, 
with neither machine given the chance 
to show alt Pac bounces along with a 
little less vigour than the arcade charac- 
ter and colours are generally subdued 
m their usage, bui al least most of ihe 



Amstrad Pac: bouncy but 
scrott-f&ss in Pac-Land 

humour is still present. 

Like its Z80 counterpart, !tie Amstrad 
game has a nonsensical lack of 
scrolling, but with colour at (east it looks 
very much alive. Not so bad m conver 
sion. things could have looked so much 
better with successful scrolling 
TQM update: Amiga 51% 

Atari ST 53% 

Amstrad CPC 65% 

COMMODORE 64/128 

Xenon 

MELBOURNE HOUSE £9.99 pass. 
£14.99 disk 

Alan ST 85%. A/rnga 6$% — TGM005 
SlWClrum 82% — TGMQ1 7 

One of the first Amiga board coin -slot 
games. Xenon was something of a nov- 
elty in its t6-bit format, and Ihe 8 bit 
conversions have managed to match 
their looks quite well. The Commodore 
version lares better on colour, of course, 
than the Spectrum As with the other 
versions, the aliens are a lough bunch 
to destroy, leaving you on the first cou 
pie of screens for a while but none of 
the 16 bit playability has been lost. 

TOM Update 82% 
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Can American TV shows get any worse...? 

THE RUNNING MAN 



Grandslam 



■ he year is 2019, Ben Richards is a 
young police officer on crowd con- 
trol duty in downtown Bakersfield 
But when the order comes through 
for all units to open (ire on a group 
of unarmed protestors. Ben refuses to 
cooperate and is arrested himself. 

Faced with tne choice of spending a long 
time in prison or appear prime time TVs 
The Running Man — a favourite show 
where innocent people are dubbed crimi- 
nate and hunted by bloodthirsty hitmen for 
the enjoyment of the crowds — Ben 



chooses the latter 

He s dubbed The Butcher Of Bakersfield 
and thrown right into the centre ol ihe pro- 
ceedings as the grinning Iront man says 
IT S SHOWTIME 

In The Running Man s five ievels the 
audience want Wood (the contestants if 



possible) and so plenty ol aggro faces Ben 
as he fights his way to Killian the TV sta 
lion's ruthless boss. The action fakes place 
over a horizontally scrolling parallax screen 
tilled with platforms, heart slopping 
chasms, dogs which have to be kicked (and 
make a Whimpering sound when you do), 
and of course the stalkers — the mean 
mothers who enjoy nothing more than 
bringing a little pain and misery into the 
unfortunate victims life. 

As Ben is bashed, battered and generally 
knocked around his energy level drops, but 
weapons can be 
picked up along the 
way to return some 
of The tender loving 
care, and some ener- 
gy's restored by 
booling the mutts, 
although it's beiier to 
wait until a levels 
end where full 
strength is regained 
if you successfully 
complete a puzzle 
sub-game. 

Two circles appear 
on screen, each with 
eighi smaller circles 
set in ihem, rather 
like a telephone dial. Icons sit in these 
smaller circles and the idea is lo malch Ihe 
left-hand dial icons with those on the right. 
A minute is given sixty lo complete the puz- 
zle. wnh ten seconds subtracted on each 
successive level 

The Running Man boasts greal music 




Th0 screaming TV audience 



a bove) wait tor the action to 
*g(n — - which ft does (below) 

and a brilliant digitised animated start 
sequence, but the gameplay sags Largely 
to blame is the control of the beefy charac- 
ter (Schwarzenegger^ Doe&n t look much 
like him...), which is terrible Much of the 
time Is spent vainly waggling the slick trying 
to gain ihe movement you require. 




The old saying (paraphrased), pretty 
graphics do not necessarily a great 
game maketh certainly applies here. 
The makings ol a good game are 
there, but ihey have been spoiled by 
frustrating gameplay and poor control. 



OTHER FORMATS 

Spectrum (£8.95 cess, £12 95 disk). 
Am si rad CPC and Commodore 64-128 
(both £9.95 case, £14.95 disk). Atari ST 
and PC (£24.95) versions ere to follow 
rapidly, ft the control problems experi- 
enced on the Amiga version are 
improved, it's likely The Running Man 
will turn out a batter 8-bit game. 




■ 




Bougie again to an old fave from another universe 

SANXION - THE 
SPECTRUM REMIX 

Thalamus 



■ ranching out from their 
Commodore 64 roots. Thalamus 
have converted their first ever 
game — an original creation by 
Slavros Fasoutas. Aliens growing 
concerned over the technological 
advances of Ihe human race dabbled with 
the Star Wars SOI programme in an 
attempt to start World War III A careless 
pilot crashing near the North Pole let slip 
the piol and gave nse to Operation 
Sanxion. 

Travelling rightward in a laser -equiped 
ship through scrolling levels, a plan view of 
the action acts as a simple radar system, 
giving a little advanced warning of 
approaching attack waves. Occasionally a 
- P' con can be picked up to gam increased 



armament — very useful for the end-of- 
ievei bombardment of alien craft. This is 
very useful at any time in the game, in 
fact, as ihis is the Pretty Bloody Difficult' 
remix, in our opinion! The C64 original was 
a tricky shoot 'em- up. buf In the Spectrum 
version resilient aliens speed relentlessly 
toward your flying pea -shooter and fire 
with frightening accuracy. And once screen 
space has been taken up by the radar and 
status panel, there isn't much room io 
manoeuvre — lives drop like flies. 

A quality shoot- 'em up. but one tor the 



The Commodore 64 version of Sanxion 
is now on Hewsons Rack-lt label, 
priced £2.99. 



toughe ned gamesplayer. i he very pa hem 
or for masochists 






£8.99 
cass 

£12.99 disk 



r SPECTRUM 

75 % 






In the redesign, the Sanxion ship lest 
its rocking motion, but otherwise the 
graphics are a competent mono- 
chrome translation ol their detailed 
C64 selves Scrolling is smooth and 
the 12SK music Is a fair rendition of 
Hubbard's acclaimed piece. 
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SSI... A WHOLE N€W WORLD 





FIRST OVER GERMANY™ Smt cut 

an trluUng laud on* in Itui graduating lo the 
death filled ikies of Europe. Sharpen your 
crew* efficiency ud e*pe nance utU you 
pdoiysurBlIfuiotvewmlJeUrtioniipert 
df 306th Bombardment Group - America's Einf 
ewapeow then to take to (he itettvii «w 



Aman, Pacific ud African Theatre* of the 
Second World W u. Thl* highly detailed gam* 
alto wa you lo tefigU indinduJ hafltea, «r u 
entire campaign. 

The Oenjble cotutrurlioti *« future aw* Mai 
player* to recreate any combat* feeolfue 
Arne lieu. Japanese German or British 
F«W* V ; A n I f 

tram disk £ 24.99 



SHILOH™ The battle of Shiloh *U A 
■Ritw event that could easily bm been 
a Union defeat or nctory. Now, yon 
dclenaia e the outcome of Gnat * , 

f ■■■■ | fearuwne tn*l - 

quit nn and hi* destiny. 



REBEL CHARGE™ B.W Charge ai 
Chickuntuga recreate* the Confederate* last 
tHtnuTt id the CM! War. Rayed on a 
W aHtquan grid. 

MMMBB The gw* can be 
JfcET ttAiM M played ai 1 of J 

I levels of difficulty 
1 amt i* a anat for 
J player* of the 
“Genysburg 



enables you lo leaeale 3 battles from the 
American War of Independence. The Battle* 
of Ember Bill, Momno oth and Saratoga 
H Bated on the 

I popiLLJJ 

I <*■ ttys burg' System 



cam swtza risk cbm bwub jmsk £ 24.99 

IBM PC DtSH £29.99 IBM PC DISK £29.99 

CBM AMIGA £29.99 

There's a world full of opportunities with SSI - the dramas of 
the past, the mysteries of the future, gathered together 
to form an unrivalled collection of role playing J 

fantasies and all action simulations that offer a new 
dimension in computer entertainment. _ ... 
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OUTSTANDING 
GAMES IN 
- ONE 
SPECIAL PACK 
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Than Utopian accountancy's plain boring, so it's time for some... 



BLOOD MONEY 



Psygnosis 



0 



megabyte frames o< animation on 
the baddies are not easily ignored. 
' Blood Money is a game that shines 
wth the latest, and best of 
Psygnosis s superlative presenta* 
lion. The opening sequence has arcade 
quality tumbling asteroids and excellent 
music including Loadsamoney samples 
There’s no way a game can live up to such 
a great intro bus Blood Money does 
The scenario features Alien Safari 
Promotions, the supremely daft concept ot 
future holidaymakers going on a shoot em- 
up tour of lour alien planets where ihe aver- 
age life expectancy is a couple of seconds 
You re the usually dutiful son Spondulix, a 
Venusian studying accountancy on 
Thanatopta 32 and just about to blow your 
parents 1 money on sad Safari 
200 credits gives you a choice of two of 
the four planets to visit. Planet one is 
explored by helicopter, and Is largely 
mechanical with gun turrets, walkers, rocket 
silos and so on Planet two is completely 
different, requiring a submarine to blast 
through jellyfish, crabs and enemy subs 
Complete these levels wiih enough cash 
and you can go on to planet three — an icy 
planet with oceans you zoom over in a jet 
pack equipped spaeesuit - or planet four, 
blood and -guts time with you in a space 
ship, 

the graphic styles ol the levels are com- 
pletely different, and utterly impressive To 
stad off wiih the scenery scrolls horizontal- 
ly, but occasionally it switches to vertical — 
which can be embarrassing if you're hug- 
ging the roof at Ihe time’ 

At certain places in the worlds there’s 
equipment lockers, pop inside one and you 
get a choice of various add-ons. They all 
cost money of course, which is earned by 
shooting aliens and collecting the coins 
they drop Products are in shod supply, so 




£24.95 



David Jones's programming has pro- 
duced time end power for lots of fully 
animated enemies, and Tony Smith 
has cenalnJy made use of it with con- 
sistently top-notch aliens and great 
backgrounds too Even if game pi ay 
were not so addictive, trying to see yet 
more of the graphics would keep you 
playing tong into Ihe night. Sound is 
excellent, there's a top quality Intro 
track, and good In-game music or 
sound FX, The perfectly smooth and 
apparently effortless way everything 
moves, even In two-player mode. Is a 
delight. 
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trndescent, irrepressible end utterly playable. 
Blood Money is an instant Amiga winner 




it two are playing it s a race to get the la$i 
Neuron Bomb in stock- 
Add-ons include upward or downward fir 
ing missiles, rear-firing missiles, long-range 
missiles, bombs, speed-ups. extra-energy 
and extra life Needless lo say ail are need 
ed. because this is one tough blast- em- up 
Programmer David Jones's previous 
game was the unoriginal, but nevertheless 
highly enjoyable shoot em-up Menace 
Blood Money is tougher, belter looking, 
more inventive and even more playable. In 
one-player mode it’s greal. in two Us 
incredible fun with players either rushing lo 
grab coins and add ons or, more sensibly, 
providing each other with covering fire. The 



only slighi drawback is the pnce — £24 95 
is a lot lor a shoot- em-up even it it is prob- 
ably ihe best around 



OTHER FORMATS 

Work is progressing on an Atari ST 
version, but Psygnosis say thai they 
are working to the full capacity of the 
Amiga these days, rather than just 
make games which are suitable to 
both machines, so there may be some 
general differences between the ver- 
sions — we wait to see. 
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Kick sand California-stylc 



KINGS OF THE BEACH 

Electronic Arts 



■ ontinuing in their recent health kick 
(you hod to be fit to Skate or Die ), 
Electronic Aits bring us another all- 
American sport called Beach 
Volleyball. The first task is lo head 
lor the registration point — you can t miss 
it, it s a dirty great teni in ihe centre ol the 
screen 

Here a leggy Californian beauty almost 
wearing a bikini greets you and asks 



whether you want to play either Randy 
StOklos or Smjin Smith (not exactly prepos- 
sessing names, but whai the hell — this is 
California). 

There are two playing modes; coopera 
true and competitive. In two- player mode 
cooperative means both players are on the 
same side. Now set the difficulty level, lum 
the sound on or off. enter a password (if 
you have won a Tournament) and return to 




£24.95 

Kings of the Beach is great fun, once 
the practice courts have been visited a 
few times (the first few attempts usual- 
ly end with you collecting a facetull of 
sand). The game is very colourful and 
contains some amusing attention lo 
detail such as players brushing the 
sand off themselves alter taking falls, 
or venting frustration by kicking the 
sand In annoyance. And. tor this coun- 
try at least. Kings ol the Beach Intro- 
duces us to an unfamiliar outdoor 
sport. 



the beach, 

Practice courts have been thoughfulty 
provided allowing volleyballing skills to be 
honed Bumps (a defensive move where, 
with hands Clasped the forearms are used 
to defied the ball as rt rockets over the net 
and is about to hit the sand), sets (position 
the ball near to the net) and spikes (a 
punch with clenched lists to send the ball 
last into the opposing court! can all be per- 
formed against a computer controlled 
opponent until you feet confident enough to 
tackle either a match or a tournament. 

In matches — usually the besl to start ; 
with — after one game the winner takes all 
You’re presented with a ‘court comprising 
a net referee perched on top of a 
skyscraper of a chair and four players (two 
on each team). The first team to score 15 i 
points is deemed winner 

Tournaments require three wins in order 
to move to ihe next beach, which may be in 
Rio. or Hawaii, or a number of exotic loca 
tkms where you can show off your prowess 
and impress the volley dollies. 





Much improved future chariot racing 



Electronic Arts ■ Amiga; £24.95 

Mari ST 93% — TGM013 



Chariot racing of the future was first expert 
enced on the ST Michael Powell took note 
ol the crfkcism ol the first version very lit 1 to 
we would have thought) and amazingly bo's 
improved on the game. The Amiga gam** is 
a tad faster and as a result easier to get 
info, with me control method tweaked 
slightly so you can get to grips quickly with 
Typhoon (lying 

With solid 3-0 graphics, there's little lee- 
way for graphic diversity between 1 6-bit 
version? Powerdrome is no exception to 
this hard and fast rule, although the sound 
is all the better through me Amiga's stereo 
capabilities. An RS232-link is also available 
tor human vs human duels 

The element of racing at break- neck 
speed around a twisting, turning and often 
very fust paced racecourse would make for 
a superb game in its own right With a com- 
prehensive craft customisation screen, a 
demanding on going challenge, speed to 
keep the pace very much alive, an 



TGM p pda to 94% 



unbeatable illusion of movement and long 
term appeal. Powe'drome is 1b# ultimate- 
future racing game There s one roller 
coaster ride after another, as the Typhoons 
give no quarter in one vicious face around 
equally vicious courses Holding onto your 
stomach has never been so much fun. 



t 
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Costa Panayi strikes back with hate 

HOSTILE ALL 

TERRAIN 

ENCOUNTER 

Gremlin Graphics * 




■ here's more 
trouble brewing 
at l' Milky Way, 
aliens warring 
on mankind, 
threatening genocide, 
you know the sort of 
thing. That's why 
you're at the Galactic 
Pilot Training Centre 
wanting to become a 
a combat pilot, 

Trainees are given 
control of two vehi- 
cles: a star fighter and 
a ground assault vehi- 
cle — and Lord help 
anyone who crashes 
ihem. 

The first thing to distinguish HATE from 
other current shoot -'em -ups is its wel 
come return to the three-quarter view 3-0 
format exemplified by Zaxxon. You start 
in the star fighter with four lives and 30 
levels of gruelling action ahead of you. 
Many obstacles lie in your path both 
mobile and stationary These include 
ground skimming projectiles, mine barri- 
ers, inteiligenl missiles and enemy star 
Ships. 

The aim ot each section, apart Irom 
dodging nasties and negotiating the hilly 
terrain, is to collect scattered plasma 
cells, which have two functions: to act as 




££4.99 disk 



Mild annoyance may be felt when you 
are sent back a level once you die 
(from Level 3 onwards), but at least 
this is better than a long winded multi- 
load The mono graphics thankfully 
cause no colour clash, (trough they do 
cause some spatial confusion at times, 
making aliens a pain to get past. 



OTHER FORMATS 

Commodore 64/123 and Amslrad ver- 
sions at £9.99 cass and £14.99 disk, ST 
and Amiga at £19.99 should be avail- 
able In early May. The ST graphics 
look particularly great. 



The familiar graphics routines of 
Costa Panayi on the Spectrum 



lives fil you end a level with two cells, you 
have two lives tor the next) and as fuel for 
the vehicle you control on the next sec- 
tion. li follows that it s essential io end a 
section with at leas) one cell in tow or 
lose a life. The plasma cels are protected 
by a tough shell which has to be shot sev- 
eral times before the cell is treed 
HATE is by veteran Spectrum program 
mer Costa Panayi of Vortex — remember 
classics like Androids t and //, TLl and 
especially Highway Encounter. In some 
ways HATE reminds us a little of the latter 
In both in graphics and playability The 
going is tough, bul if you persevere the 
Sheer pulse-pounding action as the alien 
horde swirls around you Soon drags you 
in. Long-term playability may be more 
doubtful 




With its greeter cotour capability, 
the ST version of HATE looks as 
though ft s going to be some- 
thing special for action fans 



COMMODORE 64/128 ■ AMSTMD CPC 
■ AMIGA 

The Real Ghoslbusters 

ACTIVISION 8-blt £9.99 cass, £14,99 
disk, Amiga £24.99 

SpesTaim — TGM<)ta 

In descending order of quality: 

It's strange that although C64 
Ghoslbusters is much older lhan Real 
Ghostbusters. the music on thr. latest 
Activision licence is ooiabiy worse, 
though still lively (as are the sound 
effects). Smooth -scrolling backgrounds 
are grainy and speckled, white spates 
are generally small and indistinct, not 
helped by black outlining. Guile a 
playable Commando variant 
the colour scheme is dim green and 
orange on the Amstrad — not exactly 
attractive — and scrolling's ierky. but 
characters have the same welt drawn 
detail ot the Spectrum, titter is are stan- 
dard Am s trad but the music is jolly. 

Deiail of the Amiga pre-game scene 
where Ecto- 1 draws up in Iront of a 
haunted house, bodes well But one 




Amiga ghostbusting tor reef 



Idok at the character sprue reveals the 
truth. Lacking In detail, he walks jerkily 
(two frames of animation) and stupidly, 
and is matched in low quality by the 
wandering monsters. Slimer is a particu- 
lar example of the slip-shed dt- million 
Bland backgrounds are drawn in bad 
perspective. Music and effects are loud 
but. like the game, nothing special. 

TGM update; 

Commodore 64/128 78% 
AmatradCPC 74% 

Amiga 57% 

AMIGA 

Afrball 

MlCRODEAUn £19.95 

Am ST as% - - roMoer* 

We've waited rather a long time for the 
Amiga Airbait, strange when you consid- 
er there's no real differences between 
this and ihe very attractive Alan ST ver 
sion. The wildly anarchic ball is rough to 
control at Itrst. but practice soon reveals 
a playable arcade puzzle game 
TGM update 80% 
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complex it may sound, rather simple and 
easy The icon-control system is excellent 
and soon becomes second nature The first 
real problem is obtain ing minerals which 
aren’t available on the Moon; the solution 
isn't immediately apparent but once solved 
a routine soon evolves of shipping the 
materials home which is a bit tedious. 

Vet gameplay is always compelling 
because, in addition to the basic 
strategic^ arcade elements, there's a big 
adventure elemeni power plants blow up 
colonists mutate and so on Living long 
enough to see what the nexi surprise will 
be is one of the most addictive part of the 
game Unfortunately these adventure ele- 
ments hardly vary from game lo game, so 




(Electric Dreams 






H titles -only Electric Dreams label has 
been heralded as a software classic 
to rank with Elite and Dungeon 
Master. Playtesters have, apparent- 
ly. played for 30 hours or so without com- 
pleting this epic space adventure... 

The game begins in 2200. a 20 billion 
tonne asteroid has slammed into the Earth 
with an environmental impact which would 
give Greenpeace a collective heart attack 
if the shockwaves, hurricane-force winds 
and molten rock hadn't already killed every- 
one on Earth. The only humans left are the 
few hundred Irving on bases on the Moon 
and Mars. You're the commander of Moon 
Base and it's your responsibility to ensure 
the survival ol the human race To do this 
you must first expand Moon Base, then 
colonise other planets and moons with the 
ultimate aim of re establishing file on Earth 
Initially your task seems extremely daunt- 
ing Moon Base has jusi 100 people in 
seven, interlinked domes. The most impor- 
tant dome is obviously Lite Sow 5011 ar, d by 
clicking on it you can review the population 
status But this is purely a report screen, 
the decisions which attect it are taken else 
where The Energy dome, for example, ini 
iialty uses batteries, and if these run out... 

Fortunately there's a So lagan (Solar 
Power Generator) Mk I, turn it on and you 
get power to activate the Resource, or min 
ing dome, The minerals produced here can 
be used by the Production dome to make 
more powerful Sola gens, as well as probes, 
spaceships, orbital lasers and so forth 
Construction cam start, however, until 
pans have been produced by the Research 
dome Click on this and you can choose to 
research all sorts ol hardware, as well as 
planets lor colonisation. Only one project al 
a time can be undertaken, and to research 
planets you must lirst land a probe Oh 
them, 

Probes, and most of the other space- 
ships are launched by the Hanger dome 
where you can load or unload cargo, crew 
ships and even scrap them. Once a space 
ship is launched into Lunar orbit you can 
choose to send it to any of the Solar 
System's planets or moons and there's a 
lot, most a very long way away A trip lo 
Pluto lakes several hundred days so it's 
as well that beside a disk save option. 



there's an accelerate Time feature (you can 
click on this repeatedly, and il something 
happens a notice flashes up), 

In all your exploration you inevitably 
encounter an enemy who launches peri- 
odic raids against your base(s) Defence 
can either be by aulomatic orbital lasers 
or lighters Launch a lighter and you're 
presented wiih a pitot's perspective of 
battle, wilh a solid 3-D enemy fighter 
whirling around you. It's simple, but fast, 
and an enjoyable break from ail the 
strategic thinking. 

To be honest basic gameplay is, however 
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Superlatively atmospheric space 
graphics bring a touch of Stanley 
Kurbtck's vision to the ST 

once completed ( 15-20 hours if you don’l 
wanl a top score) there's little incentive to 
play again and it is a bit easy. Nevertheless 
Millennium 22 is one of the most mes 
merising games available offering the 
depth of a classic SF adventure without any 
of l he wordplay hassles. Highly recom- 
mended 




Atmospheric sound effects, superbly 
rendered staiic screens and a great 
icon system add up to one of the best 
presented strategy adventure games 
around. Played late at night you get a 
great feeling of being there', and you 
can even blast enemy spaceships In a 
fun arcade section. A true 16-bil game. 
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FutureSound 500" 

Possibly the best Sound Digitizer around? 



In STEREO for the Amiga 500 and 2000. 



.Recurds two tracks Simultaneously 
.Separate microphone input with built in 
amp 

.Samples up to 42,000 samples per second, 
20,000 samples per second per channel in 
stereo 

.Sliding input volume control 
.Ribbon Cable attaches to parallel port 
.Easy to use software editor w it h many 
features 



.Kill I support for all hard disks 
.Support for RAM disks & VDO devices 
.Works with all Amiga operating systems 
including 1.3 and the new East File System 
.Listen to input through digitizer 
.Uses expanded memory w here available, 
up to 8Mb 

.Sampling rates up to 56,000 samples per 
second if used w ith a 68020 processor and 
Audio Master II software 



Available from. 

Applied Visions (UK), 
Jersey Supreme Works, 
538-546 Whippendell Road, 
Watford, Herts, WD1 1(JN, 
Tel:0923 818078 



II. It. Marketing Ltd 
Brooklyn Mouse , 22 The Green, 
West Drayton, Middx UB7 7PQ. 
Tel; 0895*444433 

SDL (UK) Ltd 

Unit 10, Ruxley Corner Ind Est, 
Sidfup-Hv'l’iiss, Sid cup. Rent 
DA 14 5S$, Teh 01-309 0300 



Only. 
£79.95 Inc 



And nil good Amiga Dealers. 



A CSA Turbo 

68020 

For ONLY £295 Inc ? 

Hard to believe isn’t it ? Bui its true CSA 
broke the price barrier in 32 Bit technology. 
Now you don't have to settle Tor a far less 
capable 68000 accelerator, you can have 
affordability, capability, and speed in one easily 
installed package. 

CSA's new 68020 Midget Racer Board for the 
Amiga A500, 1000, and 2000 supports a 68881 
or 68882 co-processor at speeds up to 33MHz, 
and is available today. 

Programs like Sculpt & Animate 3D or 41) and 
X-Cad have been written to directly access the 
68020 & 68881, and may not even run with a 
68000 based accelerator. 

For further information on this and all other 
CSA products please write lo : 

In the U.S.A. I11 Europe. 

CSA Inc. A.T.H. 

7564 Trade Street Jersey Supreme Works 

San Diego 538-546 Whippendell 

C A 92 P 1 Road, Watford, Herts, 

Tel: 0923 817549 



ASDG (UK) 

Announce ProScanLab 
for the Amiga 2000. 

ProScanLab allows full control of the 
Sharp Colour Scanners, giving full 24Bit 
colour input and output to the Amiga for 
Desktop Publishing and graphic editing. 
The rull colour graphic output is 
compatible with all postscript printers. 

And can be output as a file for printing by 
your local D PP bureau or direct to your 
ow n Li not ron ic device. ProScanLab allow s 
editing of the input so von can pick just a 
small area of your Image for output. If 
used in conjunction with Gold Disks Pro 
Page program this allows you lull Colour 
DI P with 16.7 million Colours output. 
ProScanLab Board & Software £900 
ProScanLab & Sharp A3 Scanner £7500. 
ProScanLab & Sharp A4 Scanner £3000. 

All prices include VAT. 

For further details on this and all ASEXi 

product please contact. ASDG (UR) 
a enn 1 Jersey Supreme Works 

iSSQi 1 . o. . 538-546 Whippendell 

925 Stewart Street. Kmid, Watford, Herts, 
Madison. WI 53713 WDI IQN 
U.S.A. Teh0923 818079 




ft Commodore 

computer show 



Britain's brightest event (or Commodore 
computer users » beck! And there's more to 
see then ever before. 

This show has three main themes covering some 
of the major uses to which Commodore machines 
are put There are over 70 key companies who will be 
exhibiting their latest products, which means that 
just about everything that's new in the Commodore 
world will be on show! 

Business 

Many companies wilf be demonstrating their latest 
software and hardware, specially designed to release 
t he full business potential of Commodore com puters 
As well as products for the CM and Amiga series, 
you'll be able to try out applications for the price- 
beating Commodore PC compatible micros. 

And you'll also be able to attend seminars covering 
all aspects of using Commodore micros in your 
business. 

Leisure 

The CM and Amiga computers are the most powerful 
8 and 16 bit micros for producing fast action arcade 
quality games. The range of new software on show 



r Novotel Exhibition Complex,-! 
Hammersmith, London W6 

Friday to Sunday 
June 2 to 4 

Warn - 6 pm Frkt »y & 5a Am fay; 10 am- 4 pm Sunday 



will demonstrate how these machines' power is con* 
tinually being stretched, producing faster and even 
more addictive games with superb graphics 
If you're a keen game player, you'll find there's so 
much on offer at the show you're guaranteed a real 
treat! 

Education 

Commodore micros ere now used as educational 
tools all over the country With the development of 
BBC Basic on the Amiga, and the advent of Desktop 
Video (combining TV pictures with text and 
graphics}, the range of educational applications is 
endless 

At the show you'll see how the latest software 



packages are making real breakthroughs in the edu 
ea liana! sector, and be able to try them out for 
yourself. 

Special Events 

As well as special events and presentations, you'll 
also be able to meet some or your favourite celeb 
cities, and maybe get a chance to talk with them 
about how they use micros in their wort 
So for a great day out, whether you want to see 
what the future holds for Commodore computers, to 
buy the latest software or to get advice on specific 
applications, the Commodore show is the place to 
go, And if you send in the coupon today, we'll knock 
£1 off die price of each ticket* 

• for the 6 m time we are offering a famtiy ticket 
tor just £11 allowing entry hr two adults and two 
children - taring up to £7 off the usual entry price I 



How To Get There 

8 y Underground: Hammersmith {Piccadilly. 
Metropolitan & District l 
By Bus 266 , 714 , 716 , 290 , X i 72 , 73 74 
Car porting facility available at the Novotei 




Advanced ticket order 



ft Commodore 

computershow 




POST TO: Commodor* Show Tkkwt*. 
TO Box 2 r Etoimffi Port. 

South Wirrmi IBS MM 



9 UPP*Y 

D AduM Itcketi al £4 i%*vv f 1 ) ... £ 

□ Under 1S» at iz 50 (MW Ft ) ... F 

O Family tick*! it F1 1 Is-Ave F7J £ 

Total £ 



□ Cheque payable lo Database Exhibitions 

□ PLeaao debit my Acc&ifJVku card no 

Mill I I i M t 1_U J l J—L U 

Expiry dare: [ / | 



Mams. 



Addfwas 



*+** M-+M* »■*■***» pa ■ ■ 



a ■ i ■ i M> k h ■■■ d ■ rii d 4 -I * + P ■ ■ «l - * + * * !■ ■ ■ * M ■ ■ 






Poticodo 






Signed...... 



Adminaton mi door 
£5 

£3 50 {undot 15m} 



Advance ticket or den 
must be received by 
Wednesday. May 24 



PHONE QfEDEHS flbf* Show Hothrv* ni-367 Mil 
PflESFEL GAMAS KEY *», I HEN 6 
MCWOUMC/TELECOH GOLD ORDERS 77 MAOW1 

quOW eiidMcmdmdntm and fati aOdf W# AMt* 
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ngtnally designed in 1976 as musi- 
cal comedy called The Kristal ot 
Kronos. despite Elaine Page record- 
ing some ol its songs it newer actu- 
ally made it onto the stage. For a 
tong while thereafter the project remained 
m limbo, but then 16 -bit machines arrived 
and the computer game was started. 

Unlike most computer versions of films, 
or plays, The Knstai is an uncompromising 
attempt to replicate the plot of the original 
rattier than merely dressing -up a standard 
arcade adventure wiih some new sprites 
As a result The Knstai comes on four dou- 
ble-sided disks 

The story unsurprisingly revolves around 
the Kristal ol Kronos. a mystical object once 
contained within the Halls of Love. Acting 
under the influence of the incredibly evil 
Ono. the weak-willed Malagar stole ihe 
Kristal. causing the Halls to collapse as he 
escaped. Needless lo say this didn t please 
the Halls' oldest resident, the Essence, 
which promptly destroyed Malaga/ $ ship 
and took the Kristal back, 

To prevent a recurrence of the previous 
incident the Essence hid the Kristal in a 
secret chamber that only the pure of heart 
could enter, 

One such insufferably pure person is 
Danas Frake, whose role you take after a 
30 -second intro by Patrick Moore. The 
game takes place over ten different plane- 
tary systems, with around 50 characters 
with which to interact. Talking with people is 
v>a text input, and the parser is surprisingly 
good, even allowing you 10 make improper 
suggestions to the various busty ladies — 
with unexpected consequences. 

But if interaction tails it's time tor eomtoai. 
with an impressively animated bit of sword- 
play to engage in. Survive that and you can 
travel to other planets via 17th century 
galleons propelled by oars! You stand at the 
helm, ready wtlh the cannon, to blast such 
potemiaf attackers as winged space ter- 
mites' 

Needless to say Ihe tongue-in-cheek 
humour of ihe original stage project has 
been retained to give The Kristal a consis- 
tently amusing touch, which adds further 
polish to ils superb presentation. Of course, 
many a game attempts to get by on good 
graphics alone, particularly on the Amiga, 
but The Kristal isn't one of them. The prob- 
lems you lace are numerous and fairly 
complex, but as yet we haven't encoun- 
tered anything irritalingly obscure. 

In addition the characters and objects are 
always moving around, reducing the prob- 



Moore than your average arcade adventure 

THE KRISTAL 



Addictive Games 



The Kristal is an uncompromising attempt to replicate the plot of the 
originat stage musical rather than merely dressing-up a standard arcade 
adventure with some new sprites — and it shows in the graphics. 



lem of repetition. So if you fancy your 
chances as a swashbuckling space hero in 
an epic space fantasy, this is the one for 
you. With such a high level of presenta- 
tion. and superbly involved game pi ay. a 
£30 price tag seems completely justified 
for once. 



£ 29.99 



Without doubt this is one of the best 
presented games available, compara- 
ble to anything Cinemaware have 
done. There's a great sampled speech 
by Patrick Moore to start things off. 
good spot FX and a haunting lllle tune 
as welt, Graphics are even better with 
Impressively animated sprites set 
against startlingly beautiful backdrops 
which you can fully explore. The com- 
plexity ot gameplay, with some attrac- 
tive subgames, make this one ot the 
best arcade adventures ever. 



OTHER VERSIONS 

An ST version is due fairly soon, while 
a PC version making best use of CGA, 
VGA and IGA Is a bit further off, but 
all versions will be the same pricer 
£ 29 . 99 . 
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Kicking the belom out of innocent creatures 

GRAND MONSTER SLAM 

Golden Gobllns/Rainbow Arts 



^HodH CrownguarO, the largest in the 

■ H world ot GholD. is the setting of tins 

barbaric fantasy future sport The 

■ H t'ine represented in ihe game is the 

HH /ear 1 2847, but the history of Ihe 
bizarre Grand Monster Slam goes way 
back to 10365, when goblins were at war 
wilh humans. 

A siege on a desen fortress soon c^me 
lo a haft when the goblins ran out of ammu- 
niton for their giant catapults, and had to 
lire literally anything ihey could lay their 
hands on at Ihe stone walls. The soldiers 
inhabiting the fortress retaliated by throwing 
back Ihe goblins' siones, giving them back 
their ammunition supply, 

Three years later, the Iwo races had iosi 
the will for war, made peace and {almost) 
became friends In memory of the war. they 
decided to meet every three years to hold 
of festival during which they would have a 
friendly commemor alive catapult fighl 
Other races became involved in the tri- 
annual competition, qualifying lor the hon- 
our by declaring war on the goblins and 
humans then rapidly making peace (often 
about five minutes after commencing hostil- 
ities') Soon all intelligent forms ol life on 
GholD had heard of the contest and most 
were a pan of its festivities 
Through time, it became a refined one- 
on-one knockout (sometimes literally!) 
sport Catapults were rejected In favour of 
good old fashioned arm power and Ihe 



unlucky beloms, small furry creatures, 
became (he ammo. Their pan in the games 
became more uncomfortable still when it 
was decided they should be kicked at the 
opposition rather than thrown. 

Vou take the active part in Ihe latest 
change to the sport now named Grand 
Monstar Slam, performing in the boots of a 
dwarf, the first time a member of their race 
has competed You lace one of the other 
seven participants of League One of 
12047's championship 

In all matches, you are shown ai the boi 
tom of the screen, standing at your baseline 
with six beloms spread in front of you 
These are kicked up Ihe pitch in one of 
three directions and at a strength deter- 
mined by the fire button The main aim is to 
kick all your boms (short lor beloms) away 




The world Of HodH CrownguarD 
and /re strange citizens comes to 
life In this quirky game 



Tanks, but I'll forget it 

ABRAMS BATTLE TANK 

Electronic Arts 



■ rab your fighting gear and be pre- 
pared to take battle in the most 
advanced tank in its class. E A are 
inviting all hunks to blow the hell 
out ot those Red Ruskies once 
more, this time in a Dynamix designed 




Russians ahead: it' s comforting 
to be in an MIA t Abrams tank 



game 

EAs latest simulation plunges you into 
the action, drama and exhilaration (?) ot a 
conventional Third World War. Controlling 
an Mt Ai tank, it s your duty as comman- 
der to lake on the might of the Soviet 
Army ihrough eighi separate missions, in 
a desperate ban la for survival and victory. 

Joystick and keyboard driven, you have 
overall control of the vehicle: be it driving, 
controlling the gun turret, firing or naviga- 
tion. This 1 heal re of war is set in West 
Germany — and Ihere are a plenty of 
actors. But with skill, stamina and the 
strength of possibly the world s finest mili- 
tary attack vehicle, you could survive, and 
who knows, deter the unthinkable — a full 
nuclear attack. 

Well, you could do, had Abrams 
Bailfe Tank been more user-friendly than it 
actually is. The biggest problem with the 
simulation is that it attempts to simulate 
something that has yet to happen, Why 
couldn't EA have set the game in some- 
thing like ihe Afghanistan conflict, for 
example? And why always against the 



from your baseline so lhai none remain, 
then sprint across ihe pitch to the opposi 
lion's baseline to win the game. Naturally, 
he- she it will be trying to do the same, so 
you must move last to stop (he boms 
mounting up Knocking the opponent down 
with a we 1 1 -aimed bom gives you some time 
lo catch up, or hopefully win 
Kicking a belom into the audience 
invokes a penally. Alter choosing a direc- 
tion to jump, a duck like creature is kicked 



£19.99 



A triumphant medieval tune begins the 
game. The great composition and 
quality sounds It uses set the high 
standard of the sound track, which is 
rounded off by samples of crowd and 
grunting players. The graphics match 
this standard: detailed, colourful and 
well animated sprites and equally well 
drawn profile portraits. Each competi- 
tor has his herds own character par- 
ticularly the beloms (the stars ot the 
show!), who quake in fear or sit bug- 
eyed and petrified, depending on your 
proximity. Strange creatures, indeed. 




£ 24.95 

Graphically, Abrams Battle Tank Is less 

than Inspiring, with poor definition and 
slow, jerky animation. Unusual for the 
PC. when titles such as Dark Side et at, 
with the same graphics style, update 
at a much faster rate. Sound is particu- 
larly unimpressive, consisting mainly 
of a horrific, bubbly whine (supposed- 
ly engine noise) which adds nothing 
and probably detracts, from the overall 
atmosphere of the program . 




Soviet Union anyway? However, enough 
wilh the politics... 

Being a simulator, ihere are a host of 
different key controls, and while most ol 
them are generally useful, there are some 
which have simply been repeated in other 
modes. In fact, it is these admittedly- 
impressive — but rather useless - extra 
options which go a long way to seriously 
Slowing down gameplay. 

Abrams Battle Tank, while noi being an 
imperative purchase, could provide a tew 
lazy hours of pleasure to ardent simula- 
tion Ians, offering a new angle Irom the 
normal plane helicopter idea. 
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Barbaric sport: ft's okay tor the 
people, but cruet to 3oms, Goms 
and Lizards? Animal Rights 
should have a field-day ... 

(awards you. II it knocks you down, the 
opposition gains points. Put luckily he too 
can make illegal shois. 

Alter each match one. the Revenge of 
the Beloms must be faced Boms attack 
from eight directions (aiming lor a ticklish 
point) but you. as a dwarf sprite, have a 
shove oft pole with which to defend your- 
self. 

If a league is won (three matches must 
first be won) the Remarkable Six Fautofts 
are laced 1 These small lizards sit atop pil- 
lars of various heights and you have one 
attempt to kick a gom into each lauiions 
gaping mouth — |he trajectory ot the gom 
is determined by lire button depression 

The first thing that strikes you with 
Grand Monster Siam is the high quality pre- 
sentation: great music begins on the trile 



screen before leading you lo the menu, 
complete with practice options, animated 
compel lor fixtures, and mini-profile on your 
opponent The actual game is very very 
simple, though: just kick the boms as quick- 
ly as you can. Being able lo knock down 
your opponent wrth a shot adds something, 
particularly as there's ihe ability to direct 
them, but usually you re too involved with 
getting rid of the boms — and avoiding ihe 
ones kicked toward you — that you don't 
have time to aim. 

Nevertheless, Grand Monster Slam is a 
source of real if limited fun. that misses out 
on playability by excluding the obvious 
option ol a two-player game (shame) 



OTHER FORMATS 

Atari ST PC (both £19 99) and 
Commodore 64 (cess C9.99, disk 
€12,99) should have hit the streets on 
the approximate release date of May 11, 




PC 

Nebulus 

HEWSON £24.99 

Speclrum 87V C6*S 00%*- IGMQ02 AMn ST 
69% Am-fla 89% — TGf.lOli 
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John Pnillipss cute novelty of .i revolv- 
ing platform < ' ' * ' ‘ It 

18 months i 

Pogo hast «fin 




width of a lower to reach another 
ascending staircase, until he reaches 
the lop Aliens dissuade him from his 
task by either killing him or knocking 
liim oft a step The PC game i& as 
attractive to look at and as fiendishly 
playable as arty of I 
TGM Update 83% 



AMSTRAQ CPC 

Stormlord 

HEWSON £9.99 case, £14.99 disk 

SpadJyttl — TGM 018 

What is surprising is that for once it's 
not a straight port across, instead Rat 



* 
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On the Seventh Day... 

POPULOi 



Electronic Arts ■ Atari ST £24.95 

Amiga — 9Q% issue 1 7 

Bullfrog created the game Populous and 
review magazines saw that it was good, 
bestowing on it alt their tributes, including 
even a TGM Top Score (will wonders never 
cease'i. But while there was sublime rap- 
ture among Amiga owners, there was a 
great wailing and gnashing of teeth among 
ST owners who were deprived of The Great 
Game Bullfrog saw this tragedy, and 
benevolently granted lo ihem Populous as 
well And the review magazines looked at 
this new version and they awarded it yet 
more tributes . . 

The Great Game allows one or two play- 
ers (via a modem connection) to take the 
part of erther God or the Devi! in their holy 
conflict across 500 worlds. Should you ba 
victorious on one world a password Is given 
to jump a couple ol levels to another. Each 
level contains two warning groups ol people. 
To win you must build up enough energy to 
feel confident of winning an apocalypse 
where all the people engage in total war. To 
build up energy you must have lots of peo- 



ple which is achieved by levelling Ihe 
ground around farms — allowing them to 
expand — and bashing the enemy who re 
trying to kifl them, As your 
energy Increases you can 
attack the enemy with 
earthquakes, swamps, 
volcanoes, floods and 
even knights (who wander 
around burning enemy ■ UPDATE 
huts), 

Once you know what all 
[he icons mean game 
play is simple, rela- 
tively fast and com- 
pletely addictive. The 
ST game duplicates 
Ihe Amiga graphics 
perfectly, but sadly 
Ihe soundtrack and 
atmospheric heart- 
beat are missing 
leaving only effective 
Spot FX 

But with gameplay 
this addictive that's 
only a minor point, 
this is an essential 
purchase, 

TGM update 
90% 



has made excellent use ot Mode 2 
graphics to show off ihe maachines s 
colourful palette Sound is effective as 
well with some neat spot FX 
Gamepiay ts on the one hand easier 
lhan the Spectrum s because it s a 
touch slower, on the other tougher 
because o! a tight time limit 
A tough, but addictive arcade 
adventure winch makes good use 
ot ihe Amstrad. this deserves lo 
do very wait indeed. 

TGM update G4"%> 
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High rewards for wilting heroes 

MAYDAY SQUAD 



Tynesofl 

f you thoughi the SAS were tough. 
II you obviously haven I heard about the 
II Mayday Squad When the police, 
II army et cetera can t sort out a dan 
IH gerous situation they call one of these 
three- mar teams, established by the United 
Nations Security Council 10 combat interna 
honal terrorism 

One of the squads most thrilling m«s- 
sions is portrayed in Mayday Squad the 
computer game. The Lutoman Embassy 



leader (who is also a gunsman), communi- 
cations expert (picks locks, uses computers 
etc) and a demolitions expert (deals with 
explosives and deactivating traps). 

Each member of the team is controlled 
individually (using a pointer wiih onscreen 
direction arrows) and viewed from behind, 
their head and shoulders are shown at the 
bottom of the screen as corridor junctions 
and doors are approached in perspective. 

The leader is used simply to explore and 



AMIGA 

Crazy Cars II 

TITUS £19J5 

Awn ST 82% — TGM01 6 

Apparently tilth? attempt has been made 
to improve the Amiga version because, 
apart bom the enhanced sound effects 
this is virtually identical to the ST game 
And maybe it s an illusion but the con 
trote seem a mite over-sensitive, 
because very often little effort rs needed 
to spin the car oft the road Otherwise 
as radng games go. Crazy Cars It pro- 
vides plenty of tun 
TQM Update 77% 



ATARI ST 




has been overrun by the previously 
unknown terrorist group The Red Legion. 
The Legion are threatening to blow up the 
Embassy at sundown rf their demands are 
not met i though quite what the demands 
are the game fails to say). 

Worse still, the Luton i an Ambassador's 
daughter is trapped inside, too scared to 
leave her hiding place tor fear of capture 
and being taken hostage. Members of The 
Red Legion have already begun to search 
the Embassy. SO even if the noble building 
can be saved, the daughter may be in for a 
nasty time ... 

Vou first view a number Of profiles in 
| order to choose the three- man team you 
| want to guide. Each team must comprise a 



£9,95 

cass 




£14-95 disk 



The Squad member portraits on the 
selection screen are well drawn, but in 
the game background graphics are 
btocky and ugly, with terrorists vague- 
ly delmed bald with weirdly shaped 
heads. Illogical things happen like 
, kHled terrorists simply disappearing 
I and destroyed doors remaining visual- 

I unchanged. Sound effects are dull 
accompanied by inappropriate bleeps. 



shool lerronsts The communications 
expert has a number of functions accessed 
from a menu, such as search, use comput- 
er and use listening device The demoli- 
tions expert can perform special tasks like 
laying a booby trap, throwing a grenade 
and setting a 30-minute time bomb 

Coincidentally or not. Mayday Squad 
plays similarly to the interior level of 
tnfogrames Hostages, indeed, with the 
same sort of Embassy and terrorist plot and 
the same graphical viewpoint, it's very like 
the French product However. Mayday 
Squad has more than the shoot- and -run 
play of Hostages: there's a bigger area to 
explore and with the two experts' you can 




Some cute little character graphics 
accompany the variables on ihe option 
screen, and this trend is continued in 
the game. While the graphics aren’t 
fantastically detailed (the backgrounds 
are sparse) they re colourful and car- 
toon-like, despite being largely unani- 
mated. The occasional sound effects 
are sampled and the title music Is 
effectively grim but repetitive. Some 
great simulated newspaper pages 
round off each game. 



Airborne Ranger 

MICROPRO SE £24. 9 S 

Commodore 44 82% — TGM003. Spectrum 
73%. PC 76% — tGMOU Aimfrad CPC- 60% 
— TGM018 

Micro Prose are branching out in all 
directions at Ihe momenilnjt Airborne 
Ranger reaffirms the company's mill 
(ary origins The game involves 12 mis- 
sions of Commando- style aclion and a 
lot ol thought The sprites are well 
defined, but colour isn I used to the 

g ame s advantage (who's ever soon 
ige- uniformed soldiers?). Despite the 
smooth - scrolling play area and due to 
the over use of colour, much of the 
o ntly realism and atmosphere found in 
fhe &4 and PC versions Is lost - - how 
ever. ;he central premise of combining 
tactical and arcade skills goes some 
way to compensating this An accept 
able conversion 
TGM update 70% 

SPECTRUM 

Vindicators 

TEN GEN £8.99 cass, £14.99 disk 

Amu ST 88% AiTistf*) W . — TGMOIfl 

With the Amstrad and ST conversions 
Of Vindicators Tengen's computer 
debut coukfn i have been better Sadly, 
the Spectrum is not the machine to 
show off Domark s newest licence With 
just a monochrome display the game 
quickly becomes tedious Spectrum 
Vindicators is noi helped by graphics, 
which are detailed enough, but lack 
variation Considering the Amstrad ver- 
sion, a real disappointment 
TGM update 57% 



do a lot more than just gun people down 
Both versions advance Ihe characters in 
graphical steps rather than scrolling in per- 
spective. So that when a room is entered 
(after gaining access by picking ihe lock, 
machine-gunning the door or blowing it up 
with a grenade!) there s a sense of anticipa- 
tion as to whether there will be a gun-toting 
terrorist Or two laying in waif The game 
isn't as slick on the Commodore 64, 
though, losing out on the atmosphere and 
compelling action, but its still a good buy 
for heroic soldiers of lonune everywhere 



OTHER FORMATS 

Atari ST (£19.95) and PC (£24.95) ver- 
sions are now available 
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Be 




e action 



MIDI 



All the Idlest hardware and software in the rapidly 
expanding scene of micro musk; will be on dis- 
pLav. including keyboards, samplers, sequencers 
and professional studio software. 

With an Atari. Midi setup you can produce lop- 
quality music, quickly and simply - editing oui 
mistakes in a way (hat's impossible with live 
recordings. So if you're in any way interested in 
making music with your micro this is the place to 
come to find out all about it. 



CAD 



Computer Aided Design has grown to become one 
of the most important uses for modern computers. 
With a CAD system you can design houses, cars 
and electronic circuits - in a fraction of the time it 
would take you with pen and paper 
With the high speed and powerful graphics of 
Atari micros it's hardly surprising that bigger and 
better CAD programs are pushing back the fron- 
tiers all the tune. 

And only at the Atari Computer Show can you 
see all the latest systems under one roof. 

BUSINESS 

Many cumpanies will be demonstrating their latest ^ 
software and hardware, specially designed to 
release the full business potential of Atari com- 
puters. 

As well as products for the B-bil and ST. you'll 
be able In try out applications fur the powerful 
Atari PC compatible Series, 

And you'll also be able to gel expert advice from 
professionals. 



Alexandra Palace, Wood Green, 
London N22 
Friday to Sunday, 
fune 23 to 25, 1989 

Fri 6 Sat: 10am - 6pm, 

Sun: 10am - 4pm 



The Atari Computer Show is hack - with 
ma o\ new products and developments. Atari 
has frown to be one of the major players in (he 
computer world, supported by an incredible 
wealth of top quality applications, games and 
utilities - all on view at this show. 

Jwi 

A 



rA' 




tei 



r T Wi 




DTP 



The art of combining text and pictures is big busi- 
ness nowadays because, with a low-cost EXIT pro- 
gram. you can create anything from a club 
newsletter to a monthly magazine or book. 

At the show you'll be able to try out the latest 
scanners, digitisers and super-fast programs, and 
G* a fust-band glimpse at the way DTP is set to 
develop in the future. 



GAMES 

Atari computers are renowned for their ability to 
run fast-action made-quality games 
The range of new software an show will demon- 
strate how the power of these machines is con- 
tinually being stretched, producing faster and 
even more addictive games with superb graphics. 

The winning entry in the STOS Games writer of 
the Year Award will be revealed, and several new 
exciting STOS arxessories will be shown for the 
first time 

If you're a keen game player, you'll Rod there s 
so much on oiler at the show - you’re guaranteed a 
real treat! 

DON’T MISS IT 

So for a great day out - whether you want to see 
whdi the future holds for Atari computer users, 
lake advantage of the bargains on offer or get 
advice on specific applications - the Atari Com- 
puter Show is the place to go. 

And if you send in the coupon now. you 11 save 
£1 off i he price of a single ticket! 

SPECIAL OFFER 

for the first lime we are now offering a family 
ticket for just £11, allowing entry lor I wo adults 
and Iwo children. So you can save up to £6 off the 
usual entry price! 



Ho* To Get Here 

Alexandra Pa ben is so easy to gel to by Mr, 
rail, underground or bus. It has its own British 
Rail station, just nine minutes away from 
King’s Cross, and there's a free bps sendee 
shuttling between station and show every 10 
minutes. 

Ifyou'w travelling by road, the show is only 
15 miirutaf a war from function 25 on the M25- 
Car perking is fret*. 
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Fighting the thrust of gravity 

RAIDER 

impressions 

ife in space isn'l a bunch of roses at 
the best ol times- With the general 
lack of oxygen, a ten month wait tor 
mail and no chance of holidays, life 
could be considerably better. They 
could be rosier for the Empire too. 

The Imperial Border Navies have 
rebelled and taken command of eight plan- 
els. and vital pods needed to keep power 
plants running on each planet have been 
stolen — cue a combined meltdown set to 
vaporise the Empire and leave no trace. 

To save the Empire, you are sent in a 
combination comhal craft to destroy all 
resistance, recover the powerptants and 
replace Ihem in (heir reactors Protecting 
their own interests with gun emplacements, 
the rebels have also hidden each pod from 
view with cloaking devices Only by 
destroying the guns can you locate the pod, 
pick it up and thrust away to the next plan- 
et. 



Guns are often hidden deep in caverns 
and underground corridors — dextrous 
thrusting and judicious shield use is all 
there is to keep you from scraping the rocky 
surfaces or running into bullets And wrth 
the constant pressure of a rapidly decreas- 
ing energy supply, picking up fuel pods at 
every opportunity is a good idea. 

Once four pods are in the ship s hold, 
you can enter a power plant and tame the 
meltdown By travelling to I he core and 
inserting the pods the powerplant comes 




back on line, but it's best to make sure you 
aren’t in the reactor when 1 does spark 
back into life. 

There are four planet types, changing 
Irom normal to inverted gravity and limited 
visibility dark zones' on later levels where a 
hi-tech torch' s provided. A password sys- 
tem allows tor play to continue from the last 
successfully restored powerplant. Thrust, 
the ancient corn-op Gravitar and Old's come 
to mind: all are satistymgiy simple and high 
ty playable games. Raider is similar, but 
sadly it doesn't expand enough on them, 
preferring to rely too much on differing plan- 
et conditions lo offer the challenge — and 
it s not enough to hold interest 

Raider falls between stools, lacking 
Okiss sparkle and involvemeni while miss- 
ing the chance for greater commercial sue 
cess at the pricing level ol Thrust, Fans of 
the former programs may well revel in 
Raiders ideas, but interest quickly wanes 
once all eight planets have been visited. 



Raiders: some new ideas on the 
Oids theme, but tacking sparkle 



£19.99 



The different planets incorporate 
excellent detail and graphic quality but 
the colouring and presentation isn't as 
subtle or classy as In Okfct Sound 
effects can never help much in this 
type of game but the detail in the com- 
bat craft and guns could have been 
better. 



OTHER FORMATS 

An Atari ST version at the same price 
is expected soon. 





There's a grisly scene awaiting 

BUTCHER 

Gremlin Graphics 

very war has a hill' — Edge Hill {Civil 
War}, Pork Chop Hill War (Korea) 
and Butcher Hill (Vietnam, according 
to Gremlin) and there must be Oth- 
ers... Hills are there lo be taken lor 
no other reason than they're there and the 
enemy don't want you to have them. 

The enemy camp on Butcher Hill's the 
target but first you navigate a jungle river in 
a dinghy, grabbing canisters of extra 
ammunition, energy tor ihe flagging status 
meter and free bonuses. 

Hitting the rrverbank, river rushes, lurking 
mines (though a swift jab of the fire builon 
soon clears a path) or getting strated by 
enemy planes loses lives 

Arnving at ihe end-oMevet jetty, you 
plunge into thick undergrowth where the 
occasional enemy soldier or landmine is 
encountered — both fatal, but at least you 
can blast the soldier. If you picked up a 
compass on the waier section you should 
be able to find your way around. 

In cieanngs enemy soldiers pop out Ol 
buildings and trees, and bonus ammunition 
and stamina are awarded lo sharp shooiers 
who dispose of them all. 

At the base ol Butcher Hill the camp can 






you at.., 



HILL 



Ok tackled by lobbing 

grenades into huts' 

But don I lei any of 

(he enemy escape 
because given Hie 
chance they leg tl oh 

and call in 'some 
reinforcements 

With only three I 
sections. Butcher Miff may give the impres- 
sion ihai it's a doddle to complete, but don t 
bet on it. Unless you collect the compass 
on the river section, for example, you find 
yourself completely lost in the jungle. 

£19.99 

Pictured above: apart from the jungle 
section, which looks rather atmo- 
spheric, the graphics are dull and life- 
less (mainly greens and browns), 
which puts the dampeners on game 
enjoyment. It isn't quite as playable as 
the Spectrum version 



OTHER FORMATS 

Amstrad CPC and Commodore 64 128 
versions priced £9 99 case and £14.99 
disk will be available soon, with an 
Amiga version to follow at £19.99. 



Colourful, but with occasional flicker 
and clash, especially on the river sec- 
tion. The game play isn't hampered too 
much by the annoying loading system. 
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Hockey on the rocks 



AMERICAN ICE HOCKEY 




Mindscape 

h© growing sport of >00 hockey gets 
another outing in the computer 
arena, following Anco s simple inter- 
pretation in Face Off (Atari ST 43%, 
TGMOtfi) 

American Ice Hockey has some vague 
type of plot in that the SpOrtTtm© Hockey 
League is going to expand to allow on© 
more team in each ol the four leagues. You 
are the manager coach/owner of a dub, 
with the Obvious aim of improving your 
league position, possibly gaming promotion, 
and more optimistic stiff, winning a cup v 

Before a match is played, and subs©' 
quently between matches, various facts 
and figures can be viewed, and those 
affecting your team adjusted. Team and 
league histones are a list of statistics 
(points, matches played, won, lost, drawn 
etc), which gradually develop as matches 
and seasons are played. 

Your team s improvement is paramount 
so this has its Own menu, You have 1,000 
trading points which can be used in a van 
ety of ways. Genera! improvement aft eels 
the whole team's performance (as il they'd 
been sent off to training camp): the more 
trading points spent the better. Before a 
player may be recruited, a member of the 
existing squad must be dropped, a judg- 
ment again made with reference to statis- 
tics, The new player is named by yourself, 
and his offensive and defensive stuffs (indi 
cated by bar graphs) adjusted as desired 
but only at the cost of trading points 

A player can be traded lor one in another 
team (once Their sirengihs.'weaknesses 
have been assessed) bul usually at the 
expense of trading points. 

Players playing positions can be 
changed before going to the game screen. 
Here strip colours, match length and num- 
ber of players per sideare altered. Control 
of your team's centre player, goalie and 
coach can be switched between computer 
or human control — the systems allow two 
people to control different members of the 
learn 

Coaching allows you to change the posi- 
tion of players and playing strategies, while 
tola) power, effective power, offensive 
strength and defensve strength are shown 
as bar graphs to indicate the effectiveness 
(or otherwise) of your tactics. 

Arcade sequences enter the game in the 
match action sequences. Ihe centre player 




Wilh its use of EGA. the PC version Is 
near identical to the ST, other than the 
(even) weaker sound due to the PC's 
feeble audio capabilities. 



OTHER FORMATS 

C64 out now. cass £9.99 disk El 4.99. 
No others expected. 



can perform a number of different shots, 
with the goalie making a variety of saves. 

For sports people who want more than 
just a few quick thrills, Mindscape have put 
there usual attention to detail in American 
tee Hockey, Many facts and figures have to 
be digested to make decisions: most impor- 
tantly. care has to be taken when spending 
precious trading points. Then playing 
strategies and formations have to be 
worked out, ail before the joystick -wiggling 
Luckily, all this is well documented in Lhe 
manuals (including tips) so with time it ail 
becomes dear This isn't most people s cup 
Of lea — the arcade elements aren't partic- 
ularly exciting — but spon or straiegy fans 
should love it. 




£24.99 



The statistics, options screens and so 
on are drab but functional. The pitch 
graphics are similarly plain and the 
stick-men sprites tack detail, although 
animation and movement are fine 
(scrolling's a bit jerky, though). Music 
is light and effects simple. 




£24 99 



Graphically similar to the ST, the 
sprites are a bit beefier and anima- 
tion scrolling a bit better. Musk and 
effects are improved — owners of 
megabyte Amigas wilt hear a wide vari- 
ety ol sampled crowd sounds. 

A tense moment develops on the 
fee in the Atari St version hefow 
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MSX 

Operation Wolf 

OCEAN £8.95 case. £14.95 disk 

v 87%. Commence** 

Anisrad 89% - TGM0T3 

Atari ST 77%. Arr%i 82% - TGM016 

To keep speed up, the MSX has had to 
compromise. Out goes the colour bul in 
comes the speed lo ensure frenetic and 
highly enjoyable gameplay with no 
strings (or Uz is) attached Even once 
completed. Operation Wolf has that elu- 
sive addictive quality which keeps you 
coming back again and again to try and 
beat that high score Definitely a candi 
date for one of the best com -op conver- 
sions on the MSX — and all Ibis despite 
lhe machine restrictions 
TGM update 81% 

AMIGA 

Victory Road 

Imagine £24,99 

Atan ST 58%, AntltMCfClOk — TGMQid 
This has identical graphics to the ST 
version, although someone has 
sense and made the sprites 
larger The ST bIHindalike tune doesni 
help the situation, neither does the slow 
pace of what should be chaotic blasting 
carnage and all out action 
TGM update 54% 

PC 

Times Of Lore 

MICROPROSE 

Cammed## 44 73% - tgmou 
Alan ST 5Sk — JGM0<6 

The stone area which contains the 
arcade adventure's icons and displays 
has been extended to reduce the size 
of the scrolling central action a re, a 
Scrolling — still jerky — is fast, so your 
character goes about his quest at a fair 
old pace. The graphics are neat and 
colourful, with reasonable da to) — it 
looks very similar to the Commodore 64 
original, and plays just as well 
TGM update 76% 
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Short Reviews 



SOFTWARE SNAX 



Software Snax is the section 
for short reviews, the ones 
that came in too late to fit in the 
main body of reviews, or which 
fell in between TGM's schedules. 
Just because they’re here 
doesn't necessarily mean we 
think they’re rubbish — just 
check out some on this spread... 

NAVY MOVES 

Dinamic ■ Amstrad CPC 
£9.95 cass. £14.95 disk 

Two years on and, as its Title suggests, the 
sequel to Army Moves is aquatic in nature. 
Your mission: infiltrate and destroy the 
enemy U-5544 nuclear submarine. 

Beginning in a motor boal, let-biking 
commandos are eliminated on The way to 
ihe immersion poim, where you swim 
through shark-infested waters, armed 
with a harpoon. A bathyscape within the 
enemy base is entered and eels and 
pctopods (plural of octopus y'know) fought 
past to gam access to the second load — 
the sub. 

Here codes are gained from slain crew 
members so that the sub's computer can 
be used — to open up corridors, stop the 
motors, raise the sub, and send a personal 
distress signal before the U-5544 sub- 
merges — permanently. 

Once again, Dinamic s product is saved 
from terminal mediocrity by a number of 
distinct game sections. Changing vehicles 
and scenes prevents boredom and gives 
more incentive to complete the mission, 
though in common with other Dinamic 
games, Ihe difficulty level (perhaps at is 
highest here) may put some off. 

Colourful and lively (but blacky) graphics 
disguise animation and scrolling which is 
litlfe substandard, but the gory underwater 
dealti sequences are elfectve. Amongst 
the middle of the road sound, there are 
one or two good effects. 

Perhaps the best of Dinamic’s releases. 
Navy Moves will find favour with many 
toughened g am e splay ers — provided that 
they don't mind getting iheir digitised feet 
wet. 

TGM rating 67% 
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CHUCKIE EGG II 

Pick 'n' Choose ■ Atari ST 
Amiga £19.95 

Older gamers may remember a simple 
platform game called Chuckie Egg, from A 
N‘ F Software: this is its more complex 
sequel Now Rick ’N 1 Choose (abbreviated 
'and's go hand-in-hand with Chuckie 



Eggs) have convened it to the 16-bits, giv- 
ing hero Hen House Harry a new lease of 
life. Harry has to restore order in a choco- 
late egg factory gone haywire Alter dis 
trading the guard dog, he explores tor the 
objects required: legg ingredients, toy 
parts, ladders and tools. 

Platforms and ladders may be an aged 
format, but it s surprising how much inter- 
est is generated Definition is simple with 
bigger graphics on 
Ihe Amiga, and both 
sprites and back 
grounds have good 
detail — but pixe (-per- 
fect jumping is 
required. Pacey music 
urges you on. with the 
Amiga voices pre- 
dictably more profes- 
sional sounding A bit 
pricey, though, for 
Such a Simple game. 
TGM rating: Atari 
ST 60% 

Amiga 60% 




Burning up the green baize aga 



\ / 



COS Software I 

Amiga £19.99 



Atari ST £19.99 



AH forms of green baize cue and ball action 
are catered lor here, even a shod version 
of snooker with only ten reds. As well as 
standard 1 5-red snooker, pool (UK and US 
versions) and billiards. English and Carom 
(no pockets on ihe table) can also be 
selected from the game menu. 

Die Options menu selects player mode, 
demo or practice mo opposition, balls can 
be moved freely and shots lakeh back) 
The skill (evei is sol between one and six — 
Novice to Steve Davis. 

The power of each shot is metered at the 
bottom ol the screen, spin pul on the ball by 
a cue bail diagram and shot direction set by 
a line stretching Irom the cue ball showing 
Its initial direction. Aim is tine-tuned with .i 
handy zoom feature Good or unusual 
shots made can be replayed in slow motion 
— a bit like watching Cliff Thorburn play, 
really. 

The graphics are near identical on both 
versions, and (ike most billiards games (bar 
these new tangled 3-D ones), the balls and 
pockets are cleanly defined. The only other 
necessary visual feature is smooth ball 
movement and realistic inert 13 , while things 
slow down on break -offs and balls occa- 
sionally stop with unusual suddeness 




f in this area 
Feeble clicks on the ST are replaced by 
pleasing samples on the Amiga but both 
have a fow digitised Northern ref phrase®. 

COS have been rnmin the snooker pool 
business since leisure software began, 
and this latest is a 16-bit conversion of 
their successful iboih at lull ann nudge! 
price) Steve Davis Snooker ol some years 
back, with the 
addition ol 
poo! and a 
few useluf 
features, 

Since 16-bit 



(Read in a 
silly whis- 
pering Ted 

Lowo 
voice) : 

And what 
a great 
allot there 
from the 
Rotherham 
lad*.,. 
Latest in a 
long fine of 
green (and 

blue) baize 

* tames 
rnm CDS 







Short Reviews 



CHUCK YEAGER’S ADVANCED 
FLIGHT TRAINER VERSION 2.0 



OPERATION 

NEPTUNE 





55535 



is 



I V l 3 l k L J- 1 1HHHU 
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qames am in reiativaiy short supply (and 
this on© wdl eventually be released for the 
PC), tills ra a must for mouse -wielding cue 
treats 

TOW rating: Atari ST01% 

Amiga 81% 



fern 



lanirun 



L 



is improved upon with new aircraft, 
smoother control more realistic flight per- 
formance and slick presentation. Ideally ot 
course, its b©sl 10 have a 286 or 386 
machine when playing. 

When's the Chuck Yeager Combat 
Simulator coming out EA? 

TGM rating 87% 



RAT' 
DM K 

Infocom 



■ TECH 

AMIGA £24.95 



Inlocom — lamed for complex adven- 
tures like (tie Zorfc trilogy — have turned 
to graphical roleplaying games with 
Bottle tech, which concerns your training 
to become a MechWarrior. 

A BattleMech is a huge war robot con 
trolled by a human pilot Game control is 
simple The playing screen is spirt into 
three sections: upper -left tor printing mes- 
sages in battle situations and telling you 
your direction bottom -left for displaying 
characters in your group, along with a 
readout of their physical condition; and 
the nght-hand portion is used lo view the 
surroundings 

Your cha racier. Jason Youngblood, is 
controlled by moving a pointer around the 
screen and Clicking on the left mouse but- 
ton. Thrpughoul the game various text 
descriptions appear followed by a list ol 
options from which you are asked to 
make a choice Choose wisely and gel 
plenty ot training because your very own 
BatUeMeeb awaits your graduation and 
pamapauon in the coming battle 

The overhead graphics are good, and 
the animated graphics which appear out 
■ng battles put you in mind ot brilliant 



T 

TGM TX 018:5-89 57' 108 



Japanese comic book rtiustrattoris With its 
simple lo use control system, high pleyatMi 
ty and impressive graphics Qatttefoch is a 
must lor all RPG tans - and probably 
anyone 

TGM rating 85% 



Electronic Arts ■ PC £29.99 



Inf cgrames ■ Atari ST £24.95 
Amiga £24.95 

My names Moran© . Bob Morane I'm a tall, 
handsome and sickeningly suntanned 
secret agent and my task is to save the 
Free World from the psychotic Yellow 
Shadow, (Don't believe it — his real name 
Is Ming. Doesn't sound so grabbingly evil 
when you say it that way, does it?). 

Ming's building killer robots in intercom 
necied underwater bases. If these are 
unleashed the world will be at Ming's 
mercy. That's where I came in — at 6.1 5pm 
to be precise, can't remember the day. 

I parachuted, complete with a nifty jet 
bike, into the area of ocean known to house 
Ming's bases and kicked seven bells out of 
one ot his henchmen. It didn 1 take long to 
dispose of him or slide into my super mm- 
rsubmarine to search the ocean depths and 
destroy Ming's bases. 

EPILOGUE: Operation Neptune is a 
tough but lair l y long winded arcade puzzle 
game, with pretty graphics and better than 
average Jean Michel Jarre -sounding tune 
Really only for puzzle game fans 
TGM rating: Atari ST 55% 

Amiga 53% 



Underwater activity on the ST 



Chuck breaks the sound barrier for the sec- 
ond time on the PC in whal is effectively an 
expansion o! the existing Advanced Flight 
Tramer program Four new aircraft have 
been aoded' to the simulation of flying test 
aircraft including I he Space Shuttle (a nov- 
elty addition) and. at Iasi, a properly shaped 
F-117 Stealth Fighter! 

An aerobatic team formation option is 
also included lor those seeking the ultimate 
n group thrills 20,000 feet up. 8y far and 
away a major step above the Old Chuck 
Yeager AFT the graphics are a lot more 
professional in pre- 
sentation and even 
faster programming 
techniques have 
been incorporated. 

With the speed, 
though, comes the 
inevitable larger steps 
m frame update, 
becoming very 
noticeable in particu- 
lar on the tower end 
PCs Life is made not 
only difficult but trus- 
iratmg as a resuli. 
with key repeats an 
ever present problem. 

EGA is. as usual, 
used to good effect 



— peripheral screens are excellent, the 
most notable being a superbly drawn Chuck 
offering belated advice following a crash. A 
very welcome feature is the different 
designs of each cockpit Irom the threadbare 
cockpit ol a Sped SKI 1 1 to the more com (en- 
able surrounds of a Piper Cherokee. A pity 
most of the fast jets use the same cockpit 
layout. 

Test flights were great fun on the original 
PC version and this has come across in its 
entirely in Version 2,0 EGA is used to 
superb effect and the concept ol test flights 











THE AMAZING AMIGA . . . 



COMMODORE 



AMIGA MW 




Illicit J 111^3 iifpios 1 

A500CPU, Mouse, P.S.U., T V. Modulator, Very 
First Tutorial. Workbench 1 -3. Basic. Extras and 
Manuals. 

PLUS POSTRONIX BONUS PACK 

WORTH OVER £250 which includes 10 Blank 

Disk*, Davk SLarage Box. 10 Excellent Games, Mouse Mai, 
Mouse Bracket (Mouse Holder) Deluxe Paint. 



£ 399.00 



f tiOttpou ind packing 



AMIGA 500 PLUS DISK DRIVE AMIGA 500 + 1084S 

In^iruclifin Manuals, Extra Disk, Workbench 1-3, orf>r^rif^r\ / 

The Very First Tutorial, T.V, Modulator, Photon 3 1 hKlj!// 

SiSTJiSSSs ;;*"” colour monitor 



£ 449.00 



+ tf.Wpwl 
and picking 



£ 649.00 



MPS ISIMK' 



(including the 
Amiga 500 deal) 

+ £111.00 post and packing 





COLOUR MONITOR 



1084S STEREO/COLOUR 
MONITOR nZQ (|() 

Compatible with PC, 7 * UV 

Amiga, C64c, 028 



+ £5 .00 pwi end picking 









MP 


VV 12001 





AMIGA 

1 010 DISK DRIVE 



£ 229.99 



MPS COOP „ 

+ LvtJU pcs! ind packing 

The Camnodote M PS 13WP punier present* the siareef [he an in dm matnt printers. with all the features, of a printer dial 
would cot much more. The MPS120QP n designed id be hie three printer* in one. li can an just like an Epson FX pooler , or 
With lilt flip of * wild), il can id pat like an IBM Ornphies Prunlet »UhlBM Group IM character wi [DaftiduNcrvepasi 
character s«> support . It can aho prim all the character* avidridc wuh tile Amiga in the Amiga configuration. The MPS.1200P 
is capable of ill the pruning function* you would e ipret. 14 wril a* some additional (enures you nut mu taped. 




MPS 1500C COLOUR PRINTER 



£ 199.99 

+ £5.00 pout and pwling 



A. IIONCAL CHARACTEMSTKS 

ntICTBiG TECHNHJt T hnpm *X matm i 9-nred* prim head i 

DRAFT MOM - maim <n ( riiMl<l»i4k|$ * aihoriumuldato: - prim speed Iftefiarfc. altWdur in 

TAWUH0H9CCD ™.... Iduft 

PRINTING 0U1O10N ,„™„,.,.hi-iireclioiiul viThoptimcwflcadflweiBett 

HUNT HIKES - — inetijfffm to^clur in progrwtubkrrM toe. awd*5ET4/P node 

LINEFEED J*al« 3iml |flt(3J?miB|ind7n2«fH™K itf2 16 n* »i*d n/72 in 

CHttWUlST AV lltlurjiicisaMlNpeculcharaeten 

MA\. MWT LINE LENGTH auiop H>durjekn. aoiirOrng hi print pixdi selected 



AMIGA 1010 DISK DRIVE 

Amiga 3.5" external drive. Capacity K80K 
PLUS FREE DISK 
STORAGE BOX * 

ID BLANK DISKS * £5 CD pen) and packing 



I .ipiLl 114 etMIK 

£ 149.99 



A50I RAM 
PACK 

512K For the Amiga 



£ 149.99 

* {5 in pttM .mJ packing 









• • • 



QMMOlPOKt 
LYMPH PACK 



AND MORE BESIDES! 




1HB TOPICAL GAMES 
COMFBflMUM OfFDS A TRUE 
SPORTING CHALLENGE 

htitHCiw CMcCcapnei LSV 



■1, Sonottf. Wu 

B.ju« (UV'i Tknpuoi Sueertnl . 
IftKiunrti, RtoltfWH. M**Mn II 
Pafci tWBpn.'m TXftfl&kw. 

Masw Tr«.i«JFkM 

PUS fostronh BONUS PACK 
W OH OF FREE SOFTWARE 

£149.99 

* £4ip*§4*dpKjU4( 



1541 11 DISK DRIVE PACK 

PlCi 

I Ml II Dwk E>mt. lOEwetteri uSl Cho. 2fl HLmk 
Ek-.i ^ JV/ Odette $Lin§e Boi ANtJGBGft 

£169.99 




AN EXCELLENT PACK PROVIDING 
HOURS OF ENTERTAINMENT FOR IU. 
THE FAMILY 

■Ktote CMc < Vrapvirf 1530 ItoW t'Wfltr Oiw*»M II Ivnod 
Ptrvtul Ht-Fi, Cawufcwc Jtir Sul Agfa life I HI Him. Ymutu 
SMW-i FU Difdil Knkmld <nrK Midi Gtabalc! Tialrti. 

AptM XII, Wpfwr CmOc 

Hus: POSTRONtX BONUS PACK OF £f«0 OF 
FUFF SOFTWARE 



only £199.99 



4 GREAT D0U&ET1EME PACK 
(HYEJUNC THE BINT OF tHH J. YTMMX), 

PUS A COWENDRiM OT T.V. GAME SHOWS 

f*ii indudp. 06k 1H8 f)j|j CmtRc QazbAd [| Juwlsl, TV Grad 



CONTROLLER 

kontrnftcr n vru ptmsmmh 

gO tiMT flBlilif 

SWitPO^ff kwO lnoji-ffll ihe 

Intuud *kk wntfi | km 



STARFIGHTEB 

CoaptfMe aiEhiSwcUir 

SpgctrwQ. C MKKwVNt Atari 

Gwciiirto® 



CHALLENGER DELUXE 

CjifwrjNe »idi Sficctf uic i *>th 
ilpfi.'f&jj (OffrtjPtt I ( i ifflck k^NV 

Atm ftflD Vde&Sttfen Alin 

t enprien AnttfaltfMiiprtn 







Fjnpr . Mumi Vtr Pitt* Kjmtw. Tup C«n, E*rj Wood 0 
SlxtFaiJtn Snifter. TmuJ hmdrl Xnphm F*div 

Plus: FQ5TROMX BONUS PAC K oM Y £ 149.99 
OF lift OF FREE SOFTWARE 



COM.MOPQRE 
ADD-ONS 



SFJKOSHA 

PRINTER 



SQKOSHA 
PRINTER 

(.'cWpClble with mutf 

Hukf-l Ilf r iMBJBkWiLlft 

cotnpiAcn Feature* 
isneih erf Umu ududrat 
pffjphB.-i jfkJ neat letter qualm 
tract i ir Iftif iotJ p^pc? wfftfjtot 0 



SI Ik STIk JOYSTICK 
CONTROL! PR 

Cixnpjtibk »itt At*n t'goipnVn 

AutOun5)tM CMHttodofr 




A) 1750 RAM EXPANSION MODULE FOR CBM 128 

Snf*. plu| IV fijviA.^ pgrt <« nw CBN i> lat MZX #<Wi ( d 



B< 1351 COHMOOORE SMS& 

1 V Cem* 6 t Uli Umr a Mlruhr ikapnM«( k nit iV CBM «']» 

CUTMRAM EXPANSION *M>ULEFO«COMMO0GREM 

Ik* it, Mtt pt i fcU ri m. X* i> w* U, pal pfet ut Ik ITU MM* 

*£149.99 .£19.99 c £99.99 

Al firep * if- <t! $wl a«J RKlM| 



CHEETAH 125+ 

foBptfabfc *ftJi Spetfrum 
i'mmodon Alan 2trflP\ , idco 
Si«lri» A tan Afuyfid PC 
AjaurM. 



£8.95 



TAC 5 

CONTROLLER 

JOYSTICK 

CtmpMk ttdfa Atari 





£6.99 



COMPHTnON PRO 5000 

CdHifHfrfrfr Kith (\wtfflj^d(irr r4 +nJ 
Vk 50 Swdatf /A Sfirtlflrin (iwefto* 
CBfHEdQ 



£14.95 




RAMDEUADEliTE 

MICROfiWTTCHJOYSTKA 

CcntpfbHe »uli Alan ^wpqirr , > mt 
VitaGMctMxiun XnimlPCTk 
(mk.diDn'i Sdntna 

£9 99 



£13.99 





TAC 2 CONTROLLER 
JOYSTICK 

Coefv liNe CoauudoeeM 

and Vk 2P. Ann ( (Mfipiim 
Alan Gwhc Syilesn 



£10.99 



8 * 
i 1 



xiR'Ro Hanoi ja mulu 

FTNCnONJOYSTKk 

Cb^M^Ic «Hb CemsduR C'cwrdnft 

CW+J|«k(iupre^irc(fi - - . ... 

*» £24.9s 



ONLY AVAILABLE FROM 



i whole new nnae of innovative 
npuier covers, made from 
able dear plastic. Designed to 
r vour computer perfectly .. . not 
r safe from dust but also all 
ns of accidental damage. 



CW OLD STYLE 
CMC NEW STYLE 
AMIGA 500 
ATARI 52DST 
ATARI 11W0ST 



LTD 



£6*99 

£199 

£9*99 

19.99 

£9.99 




pUKHSTtK kSOFSOITft \Wt* AOCESSOfttES KJtAU 16Bn,IBrTOO*»VIHS- ALSO 
k\ MOCA I.SMF OJNSUl.hS - HHISI <MMt WlWl NOW ft mi VOIH RFlJl IMF SLKVTS 




fF YOU 

S. 






i»m.m AffUES to i it. om v. ox i UNt ^^oimi H> charge at ovfjlsf. w ruv 









C z Commodore 




£399 

INCLUDES 
FREE UK 
DELIVERY 



£346 

The Am.ga 500 if one of j new breed el technoKigi&a^y 
Advanced computer*, which are now emerging as the new 
standard for home computing based around ihe new Motorola 
66000 chip The A5C0 has 51 2K RAM and a l Mbyte double 
Sided disk drive buiHm It can be connected directly to a wide 
range of monitors or to a domes**: TV set through ■ Tv 
modulator Designed with the uset m mind, ihe AS0O Matures a 
user friendly WIMP environment and comes supplied with « ire# 
mouse And. when you buy your Amiga ho m Silica Shop, the 
UK's Mol Amiga specialists. y g y * il sipprjfr.ee in ahe* sales 
service that is second to none including a technical support 
helpline and hoe newsletter? ang price lifls Return the coupon 
below for our current information pack which will give details of 
the Silica service and the very latest Silica Amiga offers f tm 





zii 


i^iji 


HMHUEEl 


FREE FROM SILICA 



Pam* ?>- wtaw if] Bur pcui iw 

w 1 -iWU rX* Wr ^ffV*r Wh£«£ ,&• tiur il Tim w 

ww *fto «<- <3 " ** rOM * ttrtnx.iTF ■ %-* pmpawuai am 

ihf Tf vn tp ftg bihMi Iwi *•* f €AfE.B : c^p+jr Wftd tNf* t#W * 
•-tj •«*$» rf paun Irrf jOul *ot®c!im 4« wr-. «* B4‘>.P «n4 

"^p Hfvn f r 4 -e*® -i ^n*.* -V flNLV -□**-+ Wft f*ny c** spyv-i* 

flW #n*oJ A^->i if^awS f«>S<n .« *» UK m HW 1 m* *rwe» 

iHv'jui' lecr-J^-cftt "wei^w nl H>r«'dipCr bAp* p*cliiff*« 

b*f twpeh!.™ 1 o rCM ft** l*r 41 4>flS il 

iqum bHw fa- ifM t£"T^f*i T ft*i eft* tenpin* <* £»« 

V--.f It* »•« i+*ft MitfSclM I" iw no** ce*n|MM v*«3 lor Wn pi 
*-a t*ft now ■cw" ie ***e rvuc^m *** ** wu«> 

tftg £*■ «■ 3K<M to n vir* «m if r u*t VJft? of m# 

rw’gi Mt cat ortar ^ 

me fuu sroor range range < ^ 91 

rw+w pw^phe**:*. ««»££»* book* *nd uftm u* the U*C 

AFTER SALES SUPPORT The##' * e*. Shop «■ 

M*C*£eti to h#fp you la get me t *st From your Amiga 

JFWEF NEWSLf T rtHSr Mi- err n-rwt' 10 pO u r.;-e .;ia 
fOOn fi wt pf<nl them +ealk*nng eiHefs ’ind Lifts? reeesei 

FREE OVERNIGHT DEUYERY i r-*, ;**■<-, recri 

BhifspeO ID SiJ^ea Shop custgmeFS w.th.n t he UK miin^ard 

PRICE MATCH PROMISE Nt * — * - - . - . 

C0m|i*Hii0fs oilers on b same prtKtix:! I *m» pr ^ce tzavs 

ffiff 7¥CNW^U HELPLINE fu.i i - E pam hi Amigj 

■echmcai experts to He«p you witn yOuf fechnitii q^ererj 

Oat os n t .U51 laie our wore to* -t Compete are return me 
coupon oe- Oiv '1H 0ur ileii Arn-go, ^tATMufB Shd be^ n fO 

p*per.enr F e ire Sn»C« Snop ip«?*i*st Am.ga wr«ca 



A500 Computer 
TV Modulator 
Photon Paint 
TenStar Pack 

TOTAL FtRP: 
LESS DISCOUNT: 

PACK PRICE 



£399,99 

£24,99 

£69,95 

£229.50 

£724.43 

£325.43 

£399 



1084S MONITOR PACK 



AS 00 Computer 
1064S Colour Monitor 
Photon Paint 
TenSlar Pack 

TOTAL RRP: 
LESS DISCOUNT: 

PACK PRICE ::■: 



£399.99 

£299.99 

£69.95 

£2 29,50 

£999.43 

£350.43 



£649 



ttten r&j buy Ihe Am^gj 500 1*om Shoe i«^u *• • tw it orvy 

ftF i high- pern* i v*,uf ifrr compulw w* # *1*0 g.-* 

you lorn* speCUCuar tret gitla F in of 1 < wt or* now including 
a tv •nesduatw with en«ry *f?00 stand iwi to 

cm pJug your Aihq* *»r#^ nio yum TV *r nom# imt 
mwSucitBr « nor nejuded 4 m ir>e ASC^-ai SOiS. poc« * 1 , ! t me? 
required Idt M «<IH nranilcuf 1 Secoed^y "*«! Mde*4 4 Frte 
CCtfrf 0*1 Prison P*iiu *f. novonoed gr*p#v*i peciage w-tn in 
PRP o4 CM ■&5 Li vi ■ itKf by no f n*anv i-iii to itul rou car pe 
jfkS Pipnn rg uriighE away ar* *»4ky 'hw verti-ir^iftii 

TtNSTAfl viAMr S PACK * th AMO pu«rr.jwd *| c* 

5^ DP TtiLf pars Ifilirrn len tap Am.gi triWl wh<b hart * 

cnritufwd PSP of n*« iy P3 0* «e , U^ W <; «0f (Kriim 



FREE TENSTAR PACK 



you bur yeur A /n» ¥K 

Irani S*bci. Shop *e nr' To 
'Tieit Ml ygg p Iht M 

Hli ]Huew TM! il wn* RW 

ir^ a ,. ng >B»fr, mi Tfj4 T Afl 

EjAME£ PACt won n Mefi r 
OK ■^blulelv tm|£ win 
Mry AM pvrch#ied l*3«i ol 
The ftftftii 1 GirtWn Fwti mC- 
«u4h hm fit*** Kv me 
Wfcft -*n4i.v0^iiy P*»igwd * 
4* Ml UBAg, P" iHPiAeH 



Amegai 

Ad OF ChMt 
barbanan Mil Warner 
Bunfftoif 
(Han Wirrion 

dnunily Fhghl 

Merctrurv Comp 
Terror podl 
TNavitrcatf 
WniHii 



TOTAL RRP: £229.50 





YOU OWN AN AMIGA? 



■1 you A>ra#0y Own in A m-p. C-BmpuW- ind *Xt»0 >1 It M 1 4sS'*1fr*cl i>n OM min.ig i.fi is an 
Br ^ ,lr e,n - *e • i W PW * |p* y ta e{3*«» OUT IPCN Sits M nms^rtWr* 

r3£i C# CrtAfcCf »% TMr *** ™ O JWfMNM cova«i m re^rt, a 

yiH? fa teg* MpNwnngj iflttwii Mi^enei 4 



SILICA SHOP: 



SIDCUP fan Mail Order) 

J The Wf*5 “ J I 

OPt*i WON SAT titom f 



■ | 01-309 _ 

t -4 ThaMe ws. HMlhartey fiomd SidCup Rent. MU 40* 

tare *f«s*rr 




I 



T«; Silica 1 

PLEASE 

Mr VMS 
Address 



Lil i G-Wc;h0a*9 14 Tk* Mhh, Hitartty Raai, Svtomp. Km DA 14 4DX 

ME FREE LITERATURE OH THE AMIGA 



In 1 1 ia Is 



Surname 



LONDON 01-580 4000 

52 fotrmitwm Court R&ad, London, wjP Q&A 
o*£*i \*o*4 Mr ■j jufti e w<3wr hr^y 

LONDON Ol-e^d 1234 «xl 31*14 

r i>/ ffriarJ, Dyford Sfire#; temdoo, IV X A lAQ 
t OAfrv sat tarr jwigwr ynow?;fl4y ite- 




Poilqode 



Do you ■! ready awn * compuler 

tP to. wtiitn oca do you owe ^ 


















Coin-Ops 



CONFRONTATION: 





COIN-OP 

This month it’s Mark Caswell who takes 
himself off to enjoy some arcade mayhem 
with the newest games. But what’s this? 
The first turns out to be for toddlers... 



Rompers 



Namca 

rom what f can gather — 
my Japanese has never 
been up to much — 
Rompers is your typical 
girl meets boy, falls in love and 
gets abducted by a large and 
ugly monster story. So. lam- 
ming your rather-fetching yel- 
low hat further down on your 
head, you go to battle. 

You start by standing in the 
centre of a Pac- Man-style 
maze, surrounded by wails 
and proliferating keys — along 
with a range of attractive ene- 
mies. Pear-shaped ghosts 



wander around the play area 
and pink hippo -like creatures 
meander while belching oul 
dense sheets of flame (stand in 
the way and you get frazzled). 

However. Our Hero ism 
defenceless, he can shove the 
walls to squash helpless bad- 
dies, and is then clear to pick 
up the keys and move onto the 
next screen. It's all dean and 
cute fun, and a pieasam 
change from many of the vio- 
lence-packed games in the 
arcades recently. 



Mechanised Attack 



SNK 



• 1 1 ■ i : l H 1 1 < 1 T t f * * * *i 

H | \ I lit ■. I n| i 




Choose which slubbled hero 
you want to represent you, now 
board your landing craft ready 
to storm the beaches. 
Obstacles between you and dry 
land include ships, frogmen, 
helicopters even submarines — 



all of which do iheir best to 
knock your damage meter up. 

When landed, itre situation 
doesn't improve: soldiers from 
bushes and trees blast away 
with added venom, it's a tough 
task, so Shooting and picking 
up extra ammo, grenades and 
other items always helps 
There’s no doubt Ihat 
Mechanised Attack is another 
Operation Wotf. bul those who 
like a bit of computerised vio- 
lence are well catered for 




The Final Round 




lones of Operation Wolf 
or Thunderbolt have 
always abounded, the 
most recent being SNK's 



Mechanised Attack — - which, 
thankfully, is pretty good 
As usual, you play the pan ol 
a mercenary (with the option of 
a friend) sent lo rescue cap- 



tured fellow spies from the 
hands of a band of nasty gueril- 
las. You must travel to a remote 
island and, with the aid of 
numerous arms, penetrate the 
enemy’s heavily -guarded head- 
quarters. 

Grab hold ol the cabinet- 
mounted machine gun and 



Konami 

he Final Round is, 
despite its title, by no 
means the definitive box- 
ing game. The aim is to 
become world champion, so 
choose a boxer and enter the 
training camp./ 

The three attributes to build 
up are speed, power and stami- 
na, which are increased with the 
help of weights, punch bag, etc. 
Once you're fighting fit, it’s time 



for the sian ol your long haul to 
the top, An annoying referee 
drones on about the rules, the 
seconds are out, and it s Round 
One. 

All the usual boxing moves — 
defensive and offensive — are 
available (via three buttons), but 
watch tiie power meter at the 
bottom of Ihe screen: too many 
hits and you could be down for 
the count (staying on the 
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Super Off Road 



ietancf 



T 



hree people can partici- 
pate in Island's Super 
Off Hoad ... so it s ion for 
all the family. After the 
preliminaries have been sorted 
out (giving your name, present 



day, birth dale) a visit to 
Iron mans Speedshop kits you 
out with a range of goodies like 
nitro (for exlra speed), tyres, 
shock absorbers, rapid acceler- 
ation and a higher lop speed. 



ft s not ati hard driving work in Super Ofl Road, 
there are also some sights to be seen! 



All vary in price, so some can 
only be collected later on 

As the four pick-up (rucks 
(always a computer opponent) 
prepare lor action, you must 
expect a track filled with all 
sorts of dangers: waler-filled 
pits, huge mounds of earth, 
ramps and many loduous 
bends. 

Dangerous driving combined 
with a few nifro boosts soon 



gets you in the lead (although a 
quick jab in a friend s ribs also 
has the same effect). 
Moneybags as well as miro can 
be found on the track, and 
these lop up your flagging 
reserves At (he end of the day 
the race wilt be won by sheer 
lunatic driving. Super Oft Road 
is one of the best multiplayer 
games I've seen in a while, 
keep an eye out for it. 





The Final Round 1 

canvas if your power Is low) 
Win four bouts and you will be 
allowed to train and build up 



your strength all over again, 
the Final Round is nothing out 
of (he ordinary, with some 
attractive graphics, and didn't 
thrill me too much. 



iven here, in the deepest 
recesses ol Shropshire, 
the sequel has arrived. 
I Turbo Out Run is a 16 
stage Trans-USA race passing 
through Mew York, Chicago and 
Miami, before finishing In Los 
Angeles. The aid Teslarossa 
has been bought by Arthur 
Daley so jump into your new. 
gleaming Ferrari F40. 
Thankfully, Tel didn't gel his 
peepers on your blonde, so 
grab ahold of her and prepare 



lo race 

As with Ataris Hard Dnvin' 
both a manual and automatic 
gearbox mode are offered, 
novice drivers are advised lo go 
for an autoshift There's also 
the Turbo Booster of the title, 
but its very prone to overheat- 



mg. 

The 



le scenery s different and 
the car is more of a handful, bul 
basically there s not that much 
of an improvement over the 
original. 



AND A COUPLE 
OF QUICKIES.** 

The action seems lo have gone 
missing in Konami s Missing in 
Actton, which is little more lhan 
a very average Green Beret 
done Shove in the ten pees 
and control a mercenary in 
green combat fatigues at an 
enemy airbase, slaughtering 
with a commando knife 
Apart from the soldiers, other 
obstacles such as mines, 



guard dogs and airplane pro 
pollers really ought lo be avoid 
ed And so ought the game. 




We covered the 
new Williams 
machine Ware In 
the ATE) report, 
but missed the 

I ic. Here it is: 
ust check out 
he admirably 
atmospheric 
New York sub- 
way station 
scene,., and 
remember kids 
just say no' to 
drugs. 



I 
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BLISTERING PACE I I 
PIXEL PERFECT PASSING 
SUPERB TACTICAL PLAY 

Whaievflf your style of play flay b«, be <t playing the tong Ball or 
playing the Sweeper, your player* will be in position to receive the 
pastes, control the midfield end techie an advancing striker 
Each player on the field is an individual with a unique 
combination of four attributes Pace Accuracy, Stamina and 
Aggression Watch out for the Brazilians at the International 
leva!, they are dynamite 

* Full tie# multi dir actional scrolling pitch with scanner 
showing all the players on the field. 

* Option to practice and laarn ball control, take 
corners and practice penalties. 

* 5 Shill levels. International to Sunday League. The 
levels of both teams set separately. The ultimate 
challenge rt the defeat of the star studded team of 
Internationals by the Sunday League of no hopers 
A super human last of shill and concentration. 

* One or two players option. * 4 distinct tactics. 

* League competition for 1 to S pfeyert. Load and 
Save League facilities. 

* Simple controb to dribble, shoot, pass, chip or 
head the ball or do • sliding tackle. 



* Amazing ball simulation lakes account of the ground and air friction. Direction 
changing breeze at the higher shill levels 

* 9 types of Corner kicks. Penalties, Yellow and Red cards and a host of other features 
like players getting bred by the end of the game, time watting, injury time, etc. 

PLAYING IT IS EASY 

MASTERING IT WILL TAKE TIME - A LOT OF TIME 






A Soccer Simulator which 
is not only accurate and 
realistic but is also 
great fun to 
play 




AVAILABLE 


ON 


AMIGA 


£19.95 


ATARI ST 


£19.95 


CBM 64 Cassette 


£9.95 


CBM 64 Disk 


£14.95 


I BM PC Comp. 


£24.95 
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ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD 
DARTFORD, KENT Mail Order by Cheque. Postal Order, ACCESS or VISA. 

Telephone No : 0322 92513/92518 FAX No, : 0322 93422. 
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A PRINTER FOR YOUR COMPUTER 

AuA Commodore 64. Atari ST. Amiga, Z88, Psion, 

* Amstrad 464, IBM or Compatible, BBC Model B and Spectrum. 



m LU & »% 



HUSH PRINTER 

video Vault ^ 



t:: - mt mmn i fit p noting At a auiefc si cnmcten oer w; una r * i 

- l«.? man ti&i* ■ in c you WU te np *r j om, nr i t 

YEtiATILE - Una* 1 rcjntr f - 'fCfli YOU comeutpr &r nT lint Can *p ws *?r 3 auoif Z f 
characters 3T « per or imf s« z e charade f i ai t&E pw r«n* nespac.flg r *n w 

l pragnnntedtoAS tw^int to irw ^n 

I; - sunaafd wnn mm mrw pounds «n wcignr tf i dU frng 100H of p«tf r<? ■ 

' ECONOMICAL UStt W COST 5" **!!!* paper * Tjtfp a .\-y*r p**nv , - : ■ iJ 

{W J*nptfvs * u(f w* *m? *#« ac aowto to sot or **&k* 

■lUAiK - A K i! 12 mortthf Wirrjntv 

y^ujKomiM * power wo* iiinfftta 

Print mOtift tf it -MlrttfJtfn* srjphrCt - ufhd.re tftonai 

Mf* CH«CWfrSf*CI - aipflanuniefic SC fl WIM m Of r -nt m CfUffKfff 1 p*f tn* 
fimrtitfwxft 16C Etunctm wr unfit ConathiM wear Grasse - dm aosmuDe 
MOD daft pet square men >« vernex bv ID w . lann 

Sftt t«l buUd m itandarg amitfd by bdidio i da** timcn wn pewer c* *nq 

ttwnwrw^mfran % | * t 



AT LONG LAST due to 
customer demand the 
VideoVault have a fantastic printer at 
an amazing low price, of only £99.95 

Send vour order tadav witn cneoue postal order Atce*s/Vi» to - 

Video Vault Ltd, Ola mngsmoor scnooi Pail# a v Street MadfteU. Cheshire SKiABAA 
OrTeiepnOme 04ST4 66S5S 67761 6W99 Fax No 04*74 68946 



COPYRIGHT VIDEOVAULT LIMITED 983061 



TRADE EHO 1 
ONLV- 1 

UtSSSc I 

ss&l 

lASSAl 



Old King ftmOQrfrhMI. Railway Street Cnesnut fRlA &AA 

Tft W5T4K.SMGTO1 69d» F«n No 0«74 6*9*6 
Hfid camci And access L visa orders ournpy 



SINCLAIR QUALITY AUTHORISED REPAIR CENTRE 



HOW TO GET YOUR 48K SPECTRUM REPAIRED FOR ONLY £19.95 



TEN * REPAIR SERVICE 



ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your repair? 

N 4 #d row computer rvpairtd #Ht? Then send it now to VIOMVauit I«w 

fi^oai r service We if# JDitTQ repair your asK Spectrum using m the latest Hi test 
Muipmpnt for oriiv £19 95 ■Spectrum mtm iwi Hus models oniy i 
we Jfto nave a 'wnii# you waat oepartmem i please call for an apparrcmtnti for 
time day repairs commodore v convuem repaired ter wVv CJS.-OO Jftdudmg 
vat A p*p iPowet suppi-es ano Tape Recorders eidudedi Please note we give 
yOui H 00 !*w priced* £19 44 *^<n Prudes return post and pacrjngpfps 
VAT Don tteiget we are Amitrafl suthorised for qualrty and speed dontnsic 
yOut tome uter to any ofhe-^ unautfKHweJ repair centre w* dem t fust repair tfw 
fiuU and send vour compurer luck we $ive youf computer a free ovtmiui 
included in the price We cneck sound ioaomg. memory colour and eir/mive 
sockets iofna*e sure your computer will grve you years of service 



we now have available a Disc Drive and Printer 
System for the Spectrum call us for details. 



- ilh* ■■snfcr 'Spectrtni ^ms ^ppcTtmt * orey 
Eli.lS 5w^rum*3RSa0 CommoftW M £H « 
ntkfdmgaim udwwm ipMnwHHind 
TjptBVrgmfn lifni 

- Aii irxJ *uiiy 

oefwiwm 

- Wfint you wj-i w in CIS « ■ '.pectrum inti 
tottluni f ipwemm +7 r*pjui CSQ H CDmrnDdart 
M £4C 95 rffifueeiwe Tip# a#CCr»f^ M PGWff 
SuppHn ire it si HSfMiQfMf chjf^e' 

■' ^pirf MRl^SUWPir H1*HOT3frsrOwtntrw/T*iT 



veopgwnftwmmnffttP^Mni’tpitEhir^ 
r*p*r Hem nadHAUnWY HtfnjrtttfE 
Wf also To^ir CtinPMXfcr* FJ t ® DCNnmpdon If 
*4 SciCimn- Jmff -? 

!l»rntiniictdtl^ei«*iwpm(m H tWiOpW OiM* 
» wimn yov computi* 

owr * irttn of mwe* m c 
I mofleh mvnm mcwci w ftF wm v* rrpftns 
wNcfi jrt hHKtt ua wmi wl l IM J i ito itiniOs 
Hit tm wirtimy »f ■§« xUBmi t» VTY otiw 



Vttip# t&rqut rr&e c\*wd*i Juf r? wr tvy » jw ro 4 mm fmrw fiewv #r 

KKHmrw (Wt HIM *fW pp rfgj^ yptr flW i3irf J» tTPpcmQ ffl ITF M# HeiJtwW of JfWFd- , 

^ I I eewce-rwe* 



'i 

*i»Vltl?ir 
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5c^" v r.l*C*» 
^ ftt*p 
5PK1TW * (H tO 
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Now over s years repairing nome nwero s tnrougnout the 
wgrip 1 st ctass service and fast turnaround ah computers 
are soak tested oefpfe return 



URGENT NOTICE tani unwed by adwrosttowiro Dfit« 

A ret enf t orT'D : a’ n t i q } 3 M #nc hei Mf rtp ji r ht rr VifiCCT-D *» apf ■■ dO>!W 

fedvffTitifxg SHfidsrtK *uthori rv OT WO tdunf* n n»3 Stated BBC f eoii '* 
oewweeo eicmahs mer»tnifoeatne custo##' ra* Tn#.r-ji i i' r *rif(*f to - , 
mWBMng »* it did not make cua* mat an rtpj.r', *er* not cow ted 



THE VIDEOVAULT COMPUTER COMPANION 

lj.ltJfJ.'l.'MM 



* tr — 

FAX NO. 04574 68946 c COPYRIGHT VIDEOVAULT NO. 981013 
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OWN JOYSTICK! 



I 

I 

I 

, 



I DESIGN a batter stick... 
WIN a working day at 
the Powerplay factory... 
EXPERIENCE Alton Towers! 



T 



And 



hey re in big trouble at Powerplay. Thing is, they reck- 
on that their new Powerplay Crystal joystick is the 
best m the world — but what can they do next? Turn 
lo TGM. of course... so now the joystick stars are ask- 
ing you to design ihe best stick yet. 
if you're one of the two top winners in the 



TGM Powerplay comp, you'll spend a day wilh a friend at 
Powerplay — building your own Limited Edition Crystal stick, 
supplied with nothing bill a wild array ol coloured mouldings! 
The day continues with lunch for the winners and Powerplay 
staff, and an afternoon at the Alton Towers fun park The prize 
also includes train travel from wherever you live to Crewe (and 
back), and it's all on a Saturday — July ?. to be exact — so no 
skiving excuses are required. 

To enter, just send in a drawing of your ideal joystick, includ- 



ing all the features it needs for perfect games-playmg There 
are two first prizes — one for best idea, one for best drawing 
— so don't lose any sleep over your artistic failings. Drawings 
can be in any style you like (paint, ink, pencil, crayon, even 
computer-generated), with explanatory notes if needed, but 
we'd appreciate it if you kept to a reasonable paper size 
(A3/4/5). 

Five runners-up will receive Powerplay Crystal sticks. 

Entries with your name, address and telephone number 
should reach us at POWERFUL PLAY COMP, TGM, PO Box 
10, Ludlow, Shropshire SYS 1 DB by June 22 IT you can, 
please send the name of ihe friend who'll accompany you so 
train seats can be booked: and please enclose an SAE of the 
right size if you'd like your entry back Usual rules apply, which 
is boring, but then so is much of life. 
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OWN & RUN YOUR OWN STABLE OF 
HORSES TO RUN IN SUCH CLASSICS AS 



THE DERBY & THE NATIONAL FLAT & JUMP 

IN 



THE £9 
NATION 



99 



MKU l* on SPK r*uii 41 1 m *mr mo **** ■ » 




uplfl 30 

at 

1 -Fia MrtpoaJ 

*Pd CMrp< 

Mt Good. 

*fkj Frm Oong 



UO » 70 ttorra 



to Hfcrt* $UM 

OKI towig Wlnrw 

PuitaStwa 



r^e* 

And FfTl 

fmn 



- league 



H^h Auction 



16 Twm 
Fessie-s Scouts 
Bank Loan 
Entry F «n 



Pmjfl Wcin*f 

SiwOqfen 

Norw.Jocfcwr 
am Traifiii 

Ntfta£diH 
TfuMg Coses 
K ir o oy WCAaa 
Irvwtftrtofl 
rrajfwn Leagire 



D«H OAUI ■ UMtOT oyiMHiff 

ALL nji™«l MI H ALL ¥fi»®^i 



Hairing wdtbm 

Nip# 

Evffrr Ssapm. 



AVAILABLE FROM ALL LEADING RETAILERS 
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OTHER GAMES STILL AVAILABLE BY MAH ORDER 



SOCCER COACH 


□ o 






£9 99 


GRAND PftlX 


□ o 






C9.99 


SNOOKER MANAGEMENT 


a o 






t»J» 


BOXING MANAGER 


a o 






C7.9S 


BOXING MANAGER II 


□ o 


D 


A O 


tflJi 


FOOTBALL DIRECTOR 


□ o 


£9.99 


FOOTBALL DIRECTOR II 


o 




£3 ^ O O 


£1999 


CRICKET CAPTAIN 


a o 






£9.99 


WEMBLEY GREYHOUNDS 


□ o 






£7.99 


INTERNATIONAL MANAGER 


□ o 






£7,99 


2 player super league 


□ o 






£7.99 


RECORDS FILE 


a o 


0 




£3.99 



SPECTRUM 4flK Q SPECTRUM 1 2SK D AMSTRAO CPC 464 AMIGA O 

ATARI ST O IBM * 3 BBC COMMODORE64 AMSTRAD CFC6128^ 

playing tips for all OUR GAMES £1.00 




Cheque. PO made owl to DS H Games plus a large S.A E. with 25p stamp 
attached Please state dearly which game or games you require & lor 
which computer. Also write your name A address on the reverse side of 
any cheques Overseas orders please include £t SO Postage a Packaging 

/wfo 1F1 mm 1 DEPT G/n 19 Melne Road, 
/ mj ft® m Stevenage, Herts SG2 8LL 
/ m %*a !I/ r ENGLAND 

1 "GAMES *5 W (0438) 728042 



“ATTENTION ALL MICRO OWNERS!” 

"IF YOU WANT TO MAKE A QUICK £100 A WEEK 
BY JUST USING YOUR MICRO FOR A COUPLE OF HOURS 
A WEEK. AFTER SCHOOL READ ON! 

Wo know you will hove hoard of ^eompjter wtos-kidT. who muto rnofcs 
money in no If term thon ttw dads mako ir- 6 months bar iti* quftHion h . "How 
cor. VQU tr*aka a quck J 100 with yeM slandaid wa bovc knotted©*.* <um J rj 
few *ptlf© hBIJO W5#‘ 

Tho answer Thli boott* “MAKE MONET WITH TOW MICROCOMPUTER !T» 

book is tl#/ clevcded to 1*e $Ubfecf of mcJnng mon^iy end ihowi you ihar you 
don't need to te g Viiidc*cf to make a quK > £1 DO in jmf o tew sport* hours, rhe 
boot di$o fhtivrt you concrete ways or lurnma your part m™ * venture into p 
1+wving M'lroe mao bMHn&ifc which caJd easily rt*mo m eycew erf £20 000 
which con i be bod to* lomeon© who T i juft kKT.-v *g *chooi 
So. irf you wont io mo*© o CMC* £100 n©w and then. (Jujf ifvri wr^al you CCMd 
do wffti frraf. new clotfies, cctripgter efc ©lc. &Mc<aRy lanyflwrg you 

wont), or you wont to become □ reanoQ® dtf^cior of your owr, m*crn bosmeM, 
THIS IS THE WAV TO DO Ef» O K HOW MtfCHTtW fiTO 00 <RC P*Pt Tf ottcXlf 1 t/ 
the one© erf o ne^ gome, oryd on dfcsoiuif> tadloh erf when vou could mokr- n 

your fust monir- iUST ASKVCHlttSELf THfe$ WHAT ELSC COUIXM DO WTTH ATENNttf 
THAT WOULD MAKE Ml SO MUCH, AND SHOW ME H0W 10 $TAJfT MY 0WN 
WSlNtsSWh. now you con see whot o chor^ce ■„;>. w gd n&re ■ s wt rt ? 

mor © IF f OP ANY REASON YOU ARE NOT 1 00% HAJPPY mi R vQy Vi READ OUT/ 
BOOK, SEND T BACK VWTNIN 1 4 DAY AND MIL REFUND YOUR £ 1 0 GO WITH Mi 
FAIL SAFE DEAL YOUVF GOT NOTHING TQ iO^ SC SEND NOA ft "- AND MIL 
SHOW YOU. HOW YOU AND VOUf? WOlO. CAN W*.[ ABSOtDTELY HUNDRfDSl 



’ w m v copy rf MAKE MONEY WITH VOUfl MICROCOMPUTER 

©nck>w Q ch€roj©*-PO for £10 finciuding P h Fi M/QT-Hm t , AC PUflUSHlNG 

PfttMT CVEAfltY 

NAME 

ADDRESS 



POST COOF 

SEND TO AC Kait^iNG. 2 PRETORIA ROAD C^EJTOfv SU?f^v KTi^ 9UN 
Books rotrioJ^ sent r, 3 ooys. OuiT oflow2i dayi. oefcvo^/ 

Gfvn 



CINTRONICS LTD 

STRATEGY 

ADVENTURES & SIMULATIONS 

Commodore M 12H 
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Let's have more of the art and less of Ihe computers. 



says Simon Gibbs from Stourbridge — creator of all this 



month’s Gallery pictures. 



Simon started using a BSC micro to create designs 



for ceramics and paintings, and white studying for a fine 



art degree at Wolverhampton Polytechnic he quickly 



progressed to a powerful Spaceward Supernova system 



to produce these screens. 



Says Simon: ‘The 



works I produce are a 



direct coupling of science 



and art. and what J hope to 



do in the future is make this 



connection a lot less obvi- 



ous Too much emphasis 



today is put on the comput- 



er as a high-tech advertis- 



ing tool; this is not its only 



function and I hope, as 



someone deeply involved 

Clapton 1 (lop): The cover artwork of Eric Clapton's August album inspired 

in this area, that through my computer images and Simon 10 erMle these sinking various wan* oi Simon s pictures use 

psychedelic colours to calch Ihe eye, and In Flag (centre) the figure is dear- 

ly overwhelmed by Ihe background Hag design. Created back In May 1987, 

video I can begin to show this/ Explosion 4 (above) it reminiscent of Jackson Pollock s action paintings. 
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In Warhol Grab (right). Simon's 
portrait cl the late New York pop 
artist Andy Warhol, he uses lOlsrl- 
sailon techniques lo create a strik- 
ing e It eel. 

Skullwar* {below) it drawn using a 
restricted palette, and demon 
strains clearly how symmetry com- 
mands can be used In create a 
pleasing effect, 



in Marilyn II (above) repeated images, much In Ifte manner 
of Andy Warhol's own famous montaged pnnls of the 
Holywood star, are used lo great etfeci to create a simple 
bul Impressive montage. 

Recolouring a picture always produces Interesting effects, 
as in Face (left). Here Simon has taken a picture of a fact 
and recoloured it to give it a sinister alien appearance 
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IN AN IDEAL 
WORLD rHE GAMES 
CONSOLE WOULD 
OFFER YOU 

Unsurpassed software 
excellence 

■ Arcade -perfect graphics 

* Multichannel stereophonic 

sound. 



Instant game load and 
access (no waiting for disks 
or tapes} 

M u It i-p I aye r interaction 
The fastest running speed 
of any games machine in 

■ State-of-the-art micro circuitry existence, 

■ The most compact design in the world. 

■ Unparalleled expandability — designed with the future in mind 

WELCOME TO THE IDEA L WORLD ! 

WARNING 

Th c only q u al it y coni ml kd and approved PC E n gi n e \ % I ha I sol d h\ M icromcdia Wc 
supply exclusively lo the Hade (Trade enquiries ONLY lo Active Saks and 
Market mgOl 2701). Do not be misled hy gwids w itltotii full Mkromcdi j backup 

and support Th i* ad vc n ha* reached well ovc r 1.5 M J L L I O N people m l he wuipo ter 
prevs. Gel your humdenn the PC Engine by writing tons NOW 

NEW SOFT W VRE (£29,99): P47; Energy Neclans. Mmol reader . Winning Shm. 
Pro Tennis; Drunken Mister: Ease hall: Son Non ll; Dungcnfi Explorer: Wiliam; 
Alien Crush; Dragon Spirit; MntiMcrpach 

HARDWARE: LJcdkaiedloysUck£l 9 .W;C’D-ROM * Interface + Z^we^LW.W: 
Multi Players 5 £19.99; PC Ornimamfer Aulofire Joypsd 04.99. 
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Whistlebcrry Industrial Estate, Blantyre, Glasgow G72 CTH. 
Tel: 0691 6^1^84 7^. 



T'radc 

Enquiries 

Welcome 
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When the Diplomats stop talking, there's only One alternative - the Mayday Squad 

Personally lead this elite highly trained U.N. Anti -Terrorist force on its most perilous 
mission: The Rescue ot the Ambassador s daughter, held captive in Ihe beseiged 
Lu Ionian Embassy 

* PICK YOUR SQUAD! 

• CHOOSE YOUR WEAPONS ! 

■ PLAN THE STRATEGIES ! 

Modified 1s1 Person Perspective shows all the blazing combat action as the 
Mayday Squad battles the Red Legion In a life or death race against a sunset 
deadline. 

Mayday Squad is a role playing arcade war simulation with physical and mental 
challenge t 

ST - AMIGA - PC £19,93 CBM 64 Cass C9.95 DIsN £14,95 
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YOU OWN AN ATARI ST? 
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Robin Hogg hands over the reins to ex-CRASH Tipster Robin Candy 
in the first edition of a new-look Playing Tips column 



m 




B ack again! It's been 
guile some lime 
since I've edited a 
Playing Tips col- 
umn — but you soon fall 
back into the habit of sift* 



ing through readers' letters 
rejecting this and editing 
that. Any Playing Tips col- 
umn reties heavily on read- 
er input — it just wouldn't 
be the same without you! 
I'm looking for tips on the 
latest and greatest games. 
II doesn't matter what com- 
puter you own — if you've 
got some useful informa* 
tion lo impart then send it 
to me. Not only will you 
see your name In print, but 
you may win the TGM Star 
Tips £50 software voucher. 
For my first TGM column 
I've got some hot tips for 
Populous and War In 
Middle Barth as wefl as a 
bumper console special... 
But enough of the boring 
wattle, let’s get on with the 
really interesting stuff. 




Ex-tips editor Robin Hogg may be busy 
writing features on Capcom and arcade 
games, but he still finds time to pray 
Electronic Arts's fabulous Populous. Here 
are just a few of his findings. 



■ A castle may be 

stronger but in the shorr term 
it isn't as productive as a 
couple of small buildings. 

Don't concentrate all your 
energy in just one building. If 
a castle is created in ihe first 
few minutes, reduce Ihe land around it to knock it down a step or two and improve the speed 
of production. When building on the Fire Worlds take it slowly. The land is unforgiving, with its 
mass of rooks and fiery water, Once a foothold is gained build on it with care 



■ The Volcano isn’t much good in either a tactical or strategic sense and the swamp is 
limited in use and range The earthquake is one of the better disaster options beaten only by 
the flood. Knights are among the most important in both the short and long term Don't forget 
that as you score more victories and rid the land of more of the enemy minions, so ihe rival 
God weakens. On the lower levels, if you gel a succession ol blows in the enemy often has 
little chance of recovery 



(Atari ST) 



■ Levelling the land is 

Ihe key to world domination, 
but build land high up from 
the sea. On lower levels just 
one or two knights are usual- 
ly enough to rid the land of 
any enemies. Build a square 
base around your home and 
wait for people to expand 
their lands Once one or two 
settlements are up and run- 
ning. gradually raise the level 
of the land. 





(All formats) 

Mat Anthony from Cr*we 
has been playing Pipeline 
intensively for some lime 
now. He s become so good 
at it thai ie sent in all the 
level passwords. 

FOLD, TEAR. DUCT, EVES, 
PEAS. PODS, EGGS. 



72 100 TGM TX01 9:6-89 



Sanxion: 

The Spectrum 
Remix 

The laiest Thalamus game 
fdenved from the huge 
Commodore 64 hit) may not 
have been out tong, bui that 
hasn't prevented Steve Haw of 
Smethwick from discovering 
this cheat 

Define the keys as C, H, E, A, T 
then enter the password LYNN 
for infinite lives. 





This warlock doesn't attack you 
physically hut hurls fireballs 
from thy top of the screen, 
These bounce around in mutt' 
pies of four and must be 
destroyed. Walk to the middle 
of the screen and duck down 
When the lire bafts are near you 
press button 1 You can usually 
destroy alt four with just one 
stab There are six sets ot lire 
balls, when they have alt been 
destroyed the master warlock 
explodes — but the game 
doesn’t end here, The screen 
dears and a huge man enters 
He’s armed with an electric 
bow which fires three arrows at 
one go. Walk up to him, duck 
down and wait tor him to fire If 
you're dose enough the arrows 
miss. Quickly jump up and hit 
him on the head using the het 
met -splitting technique Then 
duck down. Repeat this pro- 
cess till the man's killed. The 
black castle now goes up m 
flames 




General 



Rocket 

Ranger 

{All formats) 

Rocket Ranger is one of 
Cinemaware's best games to 
date. If you re having problems 
halting the Nazi war machine 
just follow these tips from 
Stephen Wrench of Ortord 

1 . Go straight to the War 
Room, ignore the Zeppelin for 
now. 

2. Put ail your five agents into 
reserve. 

3. Now place your agents in 
Algeria, Libya Mid east. Egypt 
and Russia. This should help 
contain the Nazis for a while. 

4. Now go to the Zeppelin to 
rescue the SarnstoHs The first 
time the Zeppelin appears 
shoot The missiles Don't worry 
about hitting the airship, 
because it s out of range. The 
next stage is a bit trickier. !t you 
hit the ship above the gondola 

it explodes So aim carefully. 
When you enter the Zeppelin 
for the firsi time use l he follow- 
ing replies: Loosen Up 
Dotiface. t Like Your Style. I 
Qughtia Teach You, I Took The 
Scenic Route. Can You Use 
Some Help, The second time 
you enter (he Zeppelin use: I’m 
Glad To See You Too, I Just 
Want To Help You, Can You 
Use Some Help The third time 
use: I d Be Happy To Leave. I 
Jus) Want To Help You, Can 
You Use Some Help. 

5. Return to Fod Dix and read 
the agents’ reports. Then get 
them to organise resistance. 

6. Find the Nazi base, because 
you're going to need the Lun- 
ariurn later on to get the rocket 
parts safely back to Fort Dix, 




lion of a Zeppelin factory or 
Nazi base go straight there and 
destroy it to keep Nazi efficien- 
cy to a minimum. 

8. The first three Nazi guards 
are easy to beat but as t he 
game progresses they get 
trickier and tnckier to defeat. 
The best method of ensuring 
success is to continually use 
the jab and uppercut ■ 



(Sega) 



John Stand from 8ispham has 
been busy playing Kensexten 
and these are his tips on beat 
mg those end-of -level war- 

locks. 

1. The Fire Wheel Warlock 

Place yoursall in the bottom 
left-hand comer of the screen 
lacing right. The wadodt zigza- 
gs around the screen, so wail 
for him to approach you, When 
he does, lump up and press 
button t to stab him He pul- 
sates lor a short time and then 
attacks again Repeat the 
jumping and stabing actions till 
he dies. You are then awarded 
with scroll 1 , enabling you to 
jump higher than normal 

2. The Benkal Warlock 

This warlock carries an enor- 
mous pole which he Isn’t afraid 
to use on your skull. The only 
way to get close enough to use 
your sword Is to walk right up 
to him and quickly back off. He 
fries hitting you wilh the pole, 
but if you're quick enough you 
can dodge his blow and stab 
him in the chest. Keep doing 
this till he dies. You are award- 
ed scroll 2 . which lets you 
slash with your sword 

3. The Two-Headed Warlock 

Both heads spit fireballs, so 
slay to the far left of the screen 
and jump over them. 

Eventually the fireballs stop 
and l he warlock moves in lor 
ihe kill As soon as he does, 
rush forward and slash at the 
bottom head wtih your sword, 
the head explodes and the top 
head lowers itsell and toes to 
kilt you. Return to the far left of 
the screen and keep jumping 
and stabbing tt usually takes 
about ien hits to kill the second 
head You are awarded scroll 
3. which gives you the power to 



split the helmei of loes as well 
as increasing your attack 
jMwer by one level 

4. The Putrid Eye Warlock 

This is quite a leeble warlock 
and is easily defeated. It Hies 
around dropping tears on your 
head Don’t worry il these hit 
you — the amount of energy 
ihey drain is insignificant 
Follow it around the screen 
jumping high and using the hel- 
met-splitting technique (push 
up and press buttons t and 2 
simultaneously). Once he’s 
defeated you re awarded scroll 
4 You can now attack both for- 
wards and backwards at the 
same lime — this is called cut- 
ung the air (push down and 
press button 1 ). 

5. Death’s Head Warlock 

This Warlock also floats above 
your head, so use the helmet 
Splitting technique lo hit it 
When trie warlock starts lo pul- 
sate push down and press but- 
ton 1 . This puts you in Ihe 
defensive position The warlock 
splits into eight parts. If you gel 
into the defensive position 
quickly enough, these are 
deflected and reform into the 
warfock without harming you 
When you defeat him you are 
awarded the Dragon Lord s 
sword. 

8, The Larva Fly Warlock 

Position yourself at the far left 
of the screen facing right The 
warlock Hies around dropping 
squat bugs. You jump and stab 
Ihe warfock and then quickly 
duck and kill any equal bugs 
lhal have been dropped 
Repeal this process till Ihe war- 
lock is dead Remember not to 
move nght otherwise you find 
yoursefi overrun by squat bugs. 
At the end of this level you 
receive the fifth and final scroti 
giving you the power to whirl 
your sword while walking (push 
the control m any top diagonal). 



If you lose all your lives 
wait lor the game over' 
screen, then push up twice I 
and down twice, and you 
are rewarded with a further 
three lives. On level 2 
climb the Buddha statue. 

Stand on his head and 
push up. You appear on a 
screen containing a gourd 
life giving you full energy. “SU 5, 
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Super Thu 



Altered Beast 









{Sega Mega Drive) 

TGMs Robin Hogg has been 

playing ihe Sega Mega Drive 
nonstop since it arrived m the 
oft >ce Here are some of his 
lips lot Aimed Seas/ and right 
neirt door. Super Thunder 
S.'jfde (sorry, but i can't do his 
Welsh accent...). 

A highly playable game 
seen at its best In tB-blt 



■ Try not to miss out on any of 
the power up capsules that 
come floating from the albino 
Lascerf wolves Miss one and 
you have to endure another 
round of attacks before meet- 
ing the sorcerer. The sorcerer 
only. turns nasty when you 
have changed shape 
The secret continue- plays 
can be accessed by holding 
down button A and then press 




trig START, which takes you 
back lo the beginning of the 
current level. 

H Level 1 — Hugger 

Rush forward and Keep punch 
ing the Hugger's body Use Ihe 
fire shield movement to destroy 
falling heads 

■ Level 2 — Octeyes 

Go nghl up to the muliieyed 
monster and use the dragon 
force field to send it to hell 

■ Level 3 — Mouldy Snail 

Punch the snail into a comer to 
force it so it rears its head 
Then leap and roll into its head 
to dram it ol energy Roll to 
avoid the vomit 

■ Level 4 — Felly 
Crocodile 

Best defeated Ihtough two- 
player cooperation Fire at the 
lower half of the Croc and use 
the upward fire shield then 
leap to destroy the baby drag 
ons. Try avoiding the flying I ire- 
balls and crouch down to avoid 
low flying snols. 

■ Level 5 — Half Rhino 

Go to Ihe far right, turn and 
face the Rhino and throw fire- 
balls like mad at him. Don't 
slop tiring or you‘11 end up 
trapped in the comer 



Rocky 

(Sega) 



■ Apollo: 
i Lang: 

■ Or ago: 



stay close to him and keep hitting his 
head 

slay back Irom him and keep hitting his 
stomach 

stay back from him. Hit him twice in the 
stomach then once in the head. 



(Sega Mega Drive) 

At no costs land. Only sitting 
ducks waste valuable second? 
hanging around at ground zero. 
The chopper normally Ikes along 
at lop speed and is best suited 
for getting out of trouble quickly 
Anticipate where incoming bul- 
lets will impact, and use the 
1 tiro tile control in moderation to 
dodge them. 

Keep moving in large circles 
around the screen to dodge the 




Mike lyson’s 
Punch Out 

(Nintendo) 



Pretend you’re Frank Bruno 
and beat the hell oul of Mike 
Tyson. The following code 
from Dean Lomax of 
Barnsley transports you 
straight into the ring of the 
penultimate tight again si 
Super Macho Man. Bn at him 
and you'll find yourself fight 
ing for the world charopi 
onship against big Mike him- 
sell 

■ Type 056 093 6683. 




WORTH OF 
SOFTWARE 
MUST BE WON!! 



WE WANT YOUR 
ALL-FORMAT TIPS! & 
WE WANT THEM NOW! 

TGM Is always on the took-out for hints, tips. POKES 
and — especially — maps. Each month the best offer- 
ing wilt earn £50 worth of software {your choice), as 
well as this spring s essential fashion item — a TGM 
T-shirt 

We want EXCLUSIVE tips on the LATEST games, so 
get cracking! Oh, and send them to: Robin Candy's 
Playing Tips, TGM, PO Box 10. Ludlow, Shropshire 

sva WB 




Double 

Dragon 

(Sega) 

Jason Duncan from 
Peterhead has this 
advice on how lo beat 
the baddies. 

Always try and get 
your opponent up 
against a wall where he 
stands no chance what- 
soever. Just keep 
punching him until he’s 




dead. The easiest way 
to kill an opponent is to 
use flying kicks. To 
defeat the very last 
baddie at the end of 
level 4 you must punch 
him once at a time and 
then retreat so that he 
doesn't have time to hit 
you back. 




